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THE BIBLE. THE GOSPEL. THE TRUTH. ACROSS TWO I · ' < | ' 
DECADES 0F VIDEOGAME JOURNALISM THERE HAVE ` e A. а 
BEEN COUNTLESS EXAMINATIONS, HISTORIES AND =. 
FEATURES ON GAMING GENRES, ВОТ МО ONE HAS 
REALLY GOT DOWN TO THE NITTY GRITTY. WHY DO 2 Да 
WE PLAY THESE GAMES? WHAT IS IT ABOUT SPECIFIC "AI 
GENRES THAT DRAWS CERTAIN TYPES OF GAMER IN? kee. - “A A ,);S — 





Ц it Е DE BIBLE, A SIGNATURE SERIES SET TO 

AR REGULARLY OVER THE NEXT YEAR, IS OUR 
DE FIN NITIVE LOOK AT THE MULTICOLOURED VIDEOGAME 
‚ANON. OVER THE COMING MONTHS, WELL BE PORING 
ОМЕВ WAR GAMES, FIGHTERS AND EVEN SPORTS, 
ЗОТ FOR NOW, Ј( DIN US AS WE DIVE HEADFIRST INTO 
HORROR, . AN ID THE В ООК OF THE DEAD... p> 
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ver the last decade, the horror 

aesthetic has spread into 

videogames like a plague. While 
many point to Alone In The Dark as the 
genre's origin, it's Capcom's seminal 
Resident Evil that really gave birth to the 
‘survival-horror’ genre back in 1996. Since 
then the subject has exploded, exploring 
multiple avenues of fear, spanning myriad 
styles, and leaping recklessly across genres 
in its unrelenting assault on the senses. Ten 
years on and it only takes a brief glance 
at the release schedules today to see how 
relevant horror in videogaming still is. The 

















Doom and even Mortal Kombat all deal with 
this most visceral form of videogame scare. 
The human body is shown to be entirely 
fragile. Body horror shows, in the most 
grotesque and overt manner possible, what 
happens when an outside threat becomes 
internal. When Sub Zero tears out his 
opponents spine, when а zombie's head 
erupts in a ball of skull, brain, gore and 
shotgun shell... it's just not pleasant. It 
reminds us, on a subconscious level, of 
our own mortality and our fear of death. 
Beautiful examples of the power of body 

horror are evident in Resident Evil, but from a 


fear isn't going anywhere, so it's time to 
embrace our demons. 


“GAMERS TEND ТО BE А 
ВТ MORE PHYSICAL AND 
VISCERAL AND WANT TO 
FEEL THE RISK AND DANGER 
THAT AN INTERACTIVE 
EXPERIENCE PROVIDES" 


CHRISTOPHER SHOWERMAN 


The survival-horror ideology is deeply 
rooted in cinematic tradition. Looking at the 
genre's leading lights — Silent Hill, Project 
Zero and, of course, Resident Evil — it's clear 
that the directors and producers of these 
games have a strong affinity for the movies. 
But as clearly as the aforementioned games 
reference the cinema of Barker, Lynch, 
Nakata and Romero, it's the tricks and 
techniques used to create fear that have 
really made the transition from film. 

A great many videogames, both modern 
and classic, have adapted the most 
traditional of horror themes for their own 
use — the disruption of our own boundaries 
of trust, comfort and safety. Space Invaders, 
for example, plays with the idea of an alien 
threat disrupting our lives (a mainstay of 
Fifties creature feature cinema, and beyond). 
Move forward to today and games such as 
Halo - itself a thematic extension of Space 
Invaders - or Half-Life, and the threat to 
human safety is still the same. 

Survival-horror, though, deals with the 
specifics of cinematic terror. The genre 
can effectively be split into two distinct 
categories: body horror and psychological 
horror. The former explores the fear of our 
own flesh; the boundary that it disrupts is 
our very own mortal frame. Resident Evil, 


day's events, but as the pages are turned it 
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source one may not expect. The moment the 
player finds the diary of an infected ‘resident’ 


is particularly poignant. The diary begins as 
normal, a mundane telling of that particular 


dawns that the author has been infected by 
































Resident Evil 4is one of the 
scariest videogame experiences. 


Ex. Silent Hill 3 


(fe Mirror Room 


Deep into the 'alternate" hospital, an те e 
characterised by bloodied pulsating dt e 
straight from the depths of hell, Heather Дар ка 
upon ‘the mirror room’. К contains ee i d 
basin and a mirror covering the far wall, A! ys 
room is 'clean', the reflection is doused in р е d ji 
‘pulsating blood as the corridors. The door oc 5 
blood begins to seep downthe walls in wg = Вази 

and, through the plughole of the basin, into Ë 
room. Heather cannot pee he ee 
iqui inues to pour into the room, ! 
в WA scarred and altogether i e 
Heather moves. Her reflection doesn t. Stan Mui 
the mirror is a blood-soaked demon, staring : : k А | 
into the camera. You can run around all w i : L 

but that reflection isn't going anywhere. Neve 


+ 
explained. Never justified. Never anything less 72 7) 
than terrifying. 77 7 / 
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The carpet may Бе red anyway, but the blood and gore is no less repulsive. 


the T-Virus. It details his descent into madness 
and physical debilitation, and ends with just 
the gibberish of a mind rotted by illness. As 
soon as the player finishes reading the prose, 
the wardrobe crashes open and the now 
'zombified' diary writer reveals his broken, 
dying body. Just as David Cronenberg's The 
Fly is an allegory for terminal illness, so too 
are Resident Evil's more touching moments. 
No one will deny its overarching B-movie 
sensibility, but in a game accused of little 
more than cheap scares, instances such as 
this linger long in the memory. 


The second of our two horrific categories 
is the area games seem to be far more 
suited to handling. The psychological horror 
treatment, once the field of Kubrick 
Pm, and Argento, has had its reins 
ELO taken up by the new masters 
! of Japanese horror, namely 
Takashi Miike, Takashi Ishi, 
and the man behind Ring 
ay and Dark Water, Hideo Nakata. 
МЕ 15 clear that Japan has become 
S the stomping ground of this 
particularly unsettling brand of 
horror, which is also reflected 
in its games. 
While Resident Evil 
is a Japanese game, 
its roots are 
entrenched 
in 
Americana 


SX and 




















` 


-` ` 


b. 
8 


e 





d Jason Vorhees - killers 
| hey can be identified 
е or a brief glimpse of their 
, Silent Hill 2's horrifically 
the makers of the томе 
ar their pre-release material 
the obsession with zombie movies that have t a mile. He wields an impossibly 
been a staple of the American cinematic diet 
since the Seventies. Also, games such as 
the Project Zero series – Tecmo's terrifying 
ghost story trilogy — retain a unique Japan- 
centricity. Zero focuses on restless spirits 
and Shinto rituals, and fits into the same 
bracket of horror as the endlessly evocative 
Ring. Its story of long-haired, kimono-clad 
ghosts, young girls, and a camera with 
supernatural powers echoes the struggle 
between traditionalism and modernity that is 
prevalent in Japanese media. 

However, whereas Ring’ videotape is the 
symbol of technology's evil and its eventual 
destruction of the human race, Project Zero's 
camera obscura takes the opposite view 
— the only way to combat the ancient is with 
the modern. Not really surprising coming 
from a medium so reliant and entrenched in 
the progression of technology. 

The ghosts of Project Zero may provide 
some shocking moments, but the secret 
to the game's success, and that of other 
genre pinnacle Silent Hill, is the power 
of suggestion. These games create an 
atmosphere of oppression and unbearable 
tension with their ingenious use of sound 
and a knowing use of visuals to toy with 
our expectations. Areas of high tension are 
punctuated with sudden silence, crescendos 
build to bursting point yet reveal nothing, 
video distorts and cracks revealing brief 
subliminal horrific imagery; its all trickery 
that's been the staple of the cinema for 
years, but games have taken film's ball and 
run with it. 


large knife ог spear and is 
clothed in a blood-soaked 
butcher's smock, but 
hing physical characteristic 
ned metal helmet that 
! pure abstraction, another 
looks terrifying but 
ittle deeper, though, and 
eritable sea of symbolism 
imposed purgatory' 
rth to this monster as а 
es’ guilt over the death 
game, Pyramid Head 
er of James’ wife Maria 
fe’. It’s like Freud 101. 
ind dread, Pyramid's N 
h to take. A bit like turning |> 
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Ше courtyard of Silent Hill's school, and it's 
monstrous music, or the sound of a galloping 
horse that accompanies the pitch-black 
gallows in the third game. In both scenes, no 
monster is present, but the threat is amplified 
by uncertainty. It's a trick the Silent Hill team 
is master of, and as technology has improved 


Quite categorically we will argue that the 

worst (read: best) moments of Silent Hill 

and its sequels eclipse the most horrific 

scenes cinema has to offer. A controversial 

view perhaps, but one that we believe 

is entirely justified. Silent Hill's blend of 

SUBJECT: GREG McLEAN Lynchian isolation, Hellraiser-esque imagery throughout the series, so the disturbing 

FROM: Writer/director Wolf Cree and J-horror sensibility combines to create imagery that accompanies the audio has 
something truly evil. Nothing has dared grown increasingly abominable. 

It could even be argued that videogame 


horror has stepped into the world of the 
postmodern. The slasher/stalker dynamic 
(the staple of teen horror such as Halloween 
and Friday The 13th) has been mimicked in 
gaming. Resident Evil 3’s Nemesis and Silent 
НИ 25 effortlessly iconic Pyramid Head play 





ar етм: - > In : 
E c po you thin” be so bleak, hopeless and overwhelming 
ror even better than ci d : . | 
а McLean: No, because in its narrative and atmosphere; its audio 
t, is capture the intensity of emoti treatment alone is the stuff of nightmares. A 
scared the shit out of me! truly dislocating industrial noise, the work of 
g'": Who's the best horror chara Konami's Akira Yamaoka references Argento 
and Reznor in equal parts, combining a 


GM: Peter Andre and Jordan 
real? Seriously?! Dracula, then. М heavy metallic sound with torturous spot 


ЩЕ “THE MORE HORROR REALITY 
К ITSELF PROVIDES THE MORE 
— ЕХТВЕМЕ THE GENRE WILL 

= | BECOME BOTH IN CINEMA 
ja „АМО GAMES" 


the role of stalker, but their use is so knowing, 
so aware of the genre's rich history that 

they immediately become pastiche. Just as 
Scream toys with notions of the slasher genre 
to create a unique post-modern horror, so too 
do these games. Pyramid Head, for example, 
is highly sexualised - a direct contrast to the 
anti-sex stances of the traditional stalker - the 


SUBJECT: CHRISTOPHER SHOV effects — the sirens of the original are 


ЦИ Frankentabe, Scala particularly affecting, 
Я | In Silent Hill, players become more scared 
by what they can hear than what can be 

ror even better than ci seen. As has been said, the suggestion 
Miopher aower | | of something terrible is far worse than its 

some subtle differences b | . 

ers tend to be more phy пай actuality. Remember the unsettling racket of 
el the risk and danger that an it Danny's tricycle in The Shining? Check out 
ides. Sure, most of them 


would probably forgo ор 
meant being first in line at a hau! 


g™: Do you think the interact 


— ^ 


/Alctining Moments | 
Z. Condemned 1 


| е House Of The Nead 


After a six-hour slog through the rotting depths of 
urban America, Ethan Thomas reaches the house 

of the killer he’s been hunting all game. An isolated 
house in the middle of nowhere, the lights are off and 
there's a stark absence of life. A quick flick of the UV | 
light, and the depths of the killer's insanity become 
abundantly clear. The walls are covered in the foreign 
scribbled ramblings of a madman in lines leading 

to clues around the house. As Thomas follows the 
trails, the expectation of something horrific builds to 
intolerable levels. By the time the player descends 
into the basement, the atmosphere has thickened to 
the point where the merest of bumps is enough to 
send pulses racing. A shame, then, that the final level 
was such a let down; it could have been one of THE 
great videogame finales. Instead, we shall remember 
Condemned's penultimate level as possibly the most 
evil building in gaming history. 


ol 


^- Who's the best horror cha 
President Bush — hands dow 


















1: Where do you see the fu 
re going, both in cine 

5: The more realistic and pe 

e more scary. | think that g 


ng that includes your сит 
es that utilise webcams a n 
hemselves based on bio-feedback 


SUBJECT: PATRICK LUSSIER 
M: Director - Wes Craven 
cula 2: The Ascension, 
acy, White Noise 2, The Pr 

The Ascent 


n cinema? 
Patrick Lussier: Videogames are 
tting you т the role of the с 
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The title may not inspire terror, but this 
ancient hide-and-seek game can be traced 


as the origin of the videogame scare. Players | 


would move around а dodecahedron grid in 
a hunt for the eponymous Wumpus. Should 
they think that they've found him, then they 
fire an arrow into his chamber. Get it wrong, 
however, and a startled Wumpus means 
Serious trouble for the player. 





scene where he appears to rape another of 
the game's monsters turns the concept of the 
stalker on its head. 

None of these clever cinematic references 
or genre manipulations would matter if 
the games failed in their raison d'être: 
to scare the living crap out of the player. 
All the film technique in the world isn't 
enough to explain how and why survival- 
horror gaming has proved to be the horror 
connoisseurs medium of choice. The secret 
to its success can be attributed to one key 
factor: interactivity. 


While videogames may never actually be 
able to carry off melodrama or romance 
with the flair and dignity of cinema, when it 
comes to action and horror, they're already 
light years ahead. By placing you, the 
player, in direct control of the protagonist, 
the horror experience is made far more 
personal. Instead of empathising with an 
on-screen hero or heroine, we ourselves are 
yearning for empathy; we are the ones in 
mortal danger. 

As has been discussed, the horror genre 
works by breaking through the audience's 








The first-person perspective of Condemned only adds to the games truly terrifying tension. 


boundaries of safety and comfort. In 
videogames, the boundary is control. As 
gamers, we're used to having total control 
over proceedings; it's part and parcel of the 
experience. Survival-horror, though, tears 
through this comfort zone and wrenches 
control away from the player. Titles such as 
Resident Evil, Silent Hill and Forbidden Siren 
do this by imposing limiting mechanics - the 
cumbersome player movement in Resident 
Evil has even been translated (in an altered 
state) to the sublime fourth iteration. Also, 
by limiting ammunition, access to health 
and field of vision, the player never feels like 
he or she can walk on with confidence. It's a 
technique that is entirely unique to games, 
and specific to the genre. Imagine how 
different Resident Evil's atmosphere would 
be if it had the freedom of movement of an 
FPS and a limitless supply of ammo. 

These techniques are already becoming 
dated, though. After all, survival horror is a 
decade old, and players are tiring of being 
encumbered by unresponsive controls and 
everyman heroes. Thankfully, developers 
are looking to stretch the survival-horror 
aesthetic and push it in new directions. 
Silicon Knights’ much-lauded GameCube 
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video games до best, Resident | 
stories and worlds of those ga 
film, but capturing that "first-p 


g™: Who's the best horror chara 


PL: There's so many fantastic 
Norman Bates would have to 
Exorcist. Damian from the origin 
us the first really iconic horror ki 
to narrow it down to one. Chris 
fantastic horror character. Giv 


Dead. Best horror character of all tim 


g™: Where do you see the futu 
both in cinema and games? 
PL: Horror seems to be shaped 
what scares us 'out there' and 

The more horror reality itself 

will become both in cinema a 
away with more than cinema). 


SUBJECT: ETHAN DETTENMAIER 


FROM: Writer/director 2006's m y 


film, Sin-Jin Smyth. 


g™: Do you think the interacti 
even better than cinema? 
Ethan Dettenmaier: Let's not disre 
cinema! But I think the interac 


people like being in the thick of a virt 


g™: Who's the best horror chara 


ED: Carpenter/Bottin's version of 7 
monster that wants to take the v 


g™: Where do you see the future 


both in cinema and games? 
ED: | hope they both continue t 
they will get better, but we need 
engineers and story designers in о 


SUBJECT: GREG NICETERO 
FROM: Special make-up effects 


supervisor - Hostel, Sin City, Kill 


g™: Do you think the interacti 


videogames suits horror even Бе! 


than cinema? 

Greg Nicetero: Absolutely... there 
be boundaries that videogames 
don't... setting up mood, gore, etc. 


ат“: Who's the best horror chara 
GN: Tough one... Frankenstein is th 
into my head. 


g™: Where do you see the futur 
genre going, both in cinema ar 
GN: Horror films and video cont 
"cash cows" that they are. It's 

if this genre continues to make 
continue to make horror-related 

it doesn't look like it is slowing 
with Silent Hill opening at nu 


look at the profits for Hostel and Th 


Have Eyes. 
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title, Eternal Darkness: Sanity's Requiem, 
has given us a glimpse of the future. Playing 
directly with the medium, attacks the barrier 
between the real world and the videogame. 
Hardened survival-horror players 
may have become desensitised to all of 
Silent Hill and Project Zero's vile tricks 
and crushing atmosphere, but Eternal 
Darkness has them questioning their own 
sanity. Muting the television's volume or 
threatening the deletion of a memory card, 
it's postmodernism in its purest videogame 
form, created by Kojima in the Metal Gear 
games (Psycho Mantis, anyone) and fine- 
tuned for horror. 


made many Japanese horror maestros 
stand up and take notice. 

As technology constantly improving, 
the horror can only get more disturbing. 
We await a new Alone In The Darktitle on 
360 that promises (don't they all?) to take 
survival-horror in a new direction, while the 
potential for the fifth iterations of Resident 
Evil and Silent Hill is almost limitless. 
Condemned has shown what the advanced 
texturing and audio capabilities of the Xbox 
360 can add to a horror experience. One 
can only imagine where the free-wielding 
controller of the Nintendo Wii, and the raw 
grunt of the PS3 can take the genre. 


"THERE ARE BOUNDARIES 
THAT VIDEOGAMES CROSS 
THAT FILMS JUST DON'T" 


GREG NICETERO 


NHAT DOES TH JTURE HOL 
As videogame horror continues to progress, 
we are seeing it spanning styles and 
crossing to other genre types, as well as 
incorporating stylistic attributes from other 
genres. RE4’s strong action ties are an 
indication of where Capcom sees horror 
going in the future, whereas Monolith's 
twin towers of Condemned and FE.A.R. аге 
using the first-person perspective as a tool 
for creating tension. Limiting the player's 
view while maintaining the use of modern 
audio/visual techniques has proven a heady 
concoction, and one that's undoubtedly 
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Resident Lvil 2. 
| Windowtlicker 


A classic piece of foresha 
| | appearance of Resident Evil 
: by a brief preview t 
Y slog through Raccoon 
Leon reaches the po 
think. Well it is, until the ! 
movement past a distant windo 
player's hairs are standing on en 
and a terrible dripping so 
We don't know what is wa in 
next bend, but by this point it's pr 
is NOT nice. And j 
jp, and there it is: a gruesome mixt 
nd Geiger's drooling Alien. Its | 
would have given Freud a field d 
floor, eyes firmly fixed on poor 
Resident Evil 2 REALLY begins. 


бо 
T * 


Videogame horror is the most artistically 
mature and accomplished genre. As cinema 
trudges on with teenagers, exorcisms and 
predictability, the stars of gaming terror are 
pushing forward as Lynch and Cronenburg 
did 20 years ago. Survival-horror was born 
out of heavy cribbing from the movies, but 
ten years on the tables have turned. Stay 
Alive, the risible Resident Evil movies and, 
of course, Silent Hill - for better or worse, 
games have had a huge impact on horror 
cinema. If it means both mediums 
continue to strive toward the 'perfect 9 
scare', then long may it continue. 


i 
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| 






dowing - the first 

25 vile Licker is preceded | 
hrough а distant window. After a 
City's zombie-infested streets, 
lice station. A respite, you may 
aforementioned flash of 

w. Already, the 

d. Into the corridor, 
und gets louder and louder. 
iting for us around the 
etty clear that it 
so, Leon turns the corner, looks 
ure of Hellraiser 
ong, lashing tongue 
ay. It drops to the 
Mr Kennedy, and 





Some were sceptical when news filtered through about Resident Evil's new 
action-orientated approach, but Ше doubters were silenced as soon as Ше 
game hit shelves. Constantly thrilling, tremendously claustrophobic, and filled 


with more set pieces 
than most entire 
franchises could only 
dream of, Resi's fourth 
outing was perhaps 
THE game of 2005, out 
of any genre. Its impact 
on the survival-horror 
mould is still to be fully 
realised, but expect 
aglut of fast-paced 
copycat games омег 
the coming months 
and years. 





Sony's completely unique approach to survival-horror won over many plaudits 
when it was released in 2003, and to this day no other game has managed 

to ape its unique take on terror. Again firmly entrenched in Japanese folklore, 
Forbidden Siren's hook is the fact that combat and confrontation is actively 
discouraged. Instead, players must 'SightJack' into the point of view of the 
Shibito (Ше game’s undead) to gauge а route through the danger Seeing 
yourself through the eyes of a shuffling, gurgling zombie is truly horrifying. The 
sequel looks set to offer more of the same. A must for genre fans. 














What more can be said about this? The most thematically mature, intelligent 
and downright disturbing videogame ever created. SH3 might out-shock it, but 
nothing comes close to Silent Hill 25 morbid exploration of the mind of a guilt- 
ridden murderer. Loaded with symbolism, drenched in fear, and backed up by an 
audiovisual treatment that remains as impressive now as it did back in 2001. No 
game, previously or since, has dared be so bleak, so oppressive and so utterly 
devoid of hope. Nothing can prepare you for THAT twist at the end. Exhilarating. 





The purest J-horror in game form, Tecmo's original Project Zero is cited by 
many as the ‘scariest game of all time’. In a house of restless spirits, a girl 
named Miku must use a camera to solve the mystery of her missing brother. 
Taking its visual cues from the likes of Ring, Project Zero places atmosphere 
and dread above all else. It’s tale of ritual sacrifice and Shinto draws many 
parallels with traditional 





Japanese ghost stories. 


One of the СатеСиБез forgotten gems, this HP Lovecraft-inspired tale of 
madness and mystery uses ingenious post-modern tricks to produce a fresh 
brand of horror. Instead of attacking the in-game avatar, Sanity's Requiem 


attacks the player itself. Just as 
Metal Gear broke through the 
‘fourth wall’ during the Psycho 
Mantis battle, Eternal Darkness’ 
disruption of the normality of 
videogame convention caused 
as much distress as any monster. 
With voice acting and plotting 

of the highest order, Sanity's 
Requiem remains one of survival- 
horror's finest moments. 
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GAME CHANGERS 


MORTAL KOMBAT 


Released: 8 October 1992 Publisher: Virgin (EU), Midway Games (US) Developer: Midway Games (Arcade), Acclaim Games (Consoles) 
System: Arcade, Amiga, Sega MegaDrive, SNES 


= 





Ed 
Boon and John 
Tobias decapitated heads 
can be seen impaled on spikes 
at the bottom of The Pit stage 
_possibly the best developer 
cameo ever? 


- 





The original video(game) nasty, Mortal Kombat has had а much bigger impact 
on the games industry than is immediately evident - we examine how a 
game built in under a year shaped gaming forever 





Ш THERE ARE FEW games franchises аз 

рим notably controversial as Mortal Kombat - it 
HHHH was опе of the first videogames to divide 
gamers and the mainstream press, its bloody 
depiction of one-on-one violence a step too far for 
some of the more conservative commentators when 
it was released in late 1992. Arriving first on arcade 
machines, the game that would go on to spawn nine 
proper sequels and a slew of licensed spin offs (and 
some terrible movies...) almost wasn't made at all. 

In 1991, Midway tasked developers Ed Boon and 
John Tobias with creating a fighting game that 
could be put together and ready for release within 
a year — presumably to cash in on the hype that 
Capcom's Street Fighter II had initiated a year earlier. 
Ten months later, the game was ready - an initial 
development team of four people taking on the bulk of 
development. Impressive considering the whole game 
is crammed into 8mb of data, with a 64-colour palette 
and 300 animations per each of the seven characters. 
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On top of that, Mortal Kombat also introduced 
its unique five-button control scheme that has 
since become a standard in the series. A series of 
incredibly basic light attacks are complimented by 
launchers, low moves and supers — all of which use 
simple left, right, up or down inputs, unlike Street 
Fighter's quarter- and half-circles. This, along with 
the relatively shallow move pools, made it far easier 
for casuals to pick up than its genre rival: another 
reason the game quickly gained mass popularity. 


HEHE After seeing success іп the arcades, Mortal 
Kombat's name began to circulate around gaming 
circles and, inevitably, the media - it matched even 
its inspirational peer, Street Fighter П, in terms of 
popularity, by 1993. Of course, the ultra-violence and 
over-the-top executions garnered the most attention; 
with international press claiming the game glorifies 
murder and violence. It’s comic book violence, sure 
— something the action movies of the time easily 


GAME-CHANGERS MORTAL KOMBAT 


THE ANATOMY OF MORTAL KOMBAT 


MORTAL KOMBAT HAS GONE ON TO INSPIRE A GREAT GLUT OF GAMES, BUT 
WHAT LEAD TO ITS CREATION IN THE FIRST PLACE? 






STREET FIGHTER II 





ж Street Fighter П, Capcom's seminal 
fighting game, directly caused Mortal 
Kombat's creation. When Midway's 

rival launched, Capcom went as far as 
advertising Street Fighter as the superior 
fighting title in an attempt to stem Mortal 
Котра! в very impressive sales rush. 


outclassed — but being able to enact it yourself didn't 
sit too well with a lot of people, especially the parents 
of children who would wander into arcades and play 
the game without any kind of supervision. 

The press backlash against the game's trademark 
‘Fatality’ finishers was in full swing by the time the 
game was ready to move into the home console 
market. For publishers, this was a tantalising 
opportunity: all news is good news, and during 
the Nintendo Vs. Sega console wars of the early 
Nineties, Sega executives were licking their lips at 
the opportunity to get one over on their Nintendo 
rivals. Sensing the hunger for the blood and violence 
Mortal Kombat otfered in the now-maturing games 
community, Sega cannily released the home version 
on the MegaDrive with the ‘Arcade Edition’ dub: 
something Nintendo s tame, bloodless, murder-less 
version didn't on the SNES. 

The result? Sega saw their market share climb 
to 55% in 1993, the first time Sega had ever pulled 
ahead of Nintendo in the console war, with thanks to 
some particularly aggressive advertising on Sega's 


MORTAL KOMBAT 5 
BLOODY DEPICTION 
OF ONE-ON-ONE 
VIOLENCE WAS TOO 


MUCH FOR SOME 
COMMENTATORS 





JAPANESE MYTHOLOGY 





* In the very early stages of the game's 
development, the studio had named Liu 
Kang ‘Minamoto no Yoshitsune' - а name 
later dropped by Boon because he “just 
couldn't deal with Ше name”. Goro, too, 
came from a Japanese myth — based on 
Rokurokubi: demons with stretchy heads. 


Mortal Kombat 


= mainstay Jonny 

: Cage was 

: supposed to bea 

: virtual version of 

: Jean-Claude Van 

: Damme (hence 

: the JC’ initials) 

= but the actor 

* dropped out during 
* negotiations... 

: leaving a parody in 
: his place 


The game went 


` through the names 

* Kumite, Dragon 

= Attack, Death Blow 
= and Fatality! before 
- the developers 

: finally settled on 

© Mortal Kombat 

: after someone 

= mysteriously wrote 

= aKovertheC ona 

= drawing board 


Mortal Kombat 


: veteran Raiden 

: was based on Ше 

` character Lightning 
= in Big Trouble In 

: Little China 





MIDWAY 





MIDWAY'S SCHEDULE 


* The reason that Mortal Kombat had 
such a short time in development (only ten 
months) was because Midway only ever 
intended it to be a stop-gap in its other 
arcade plans... this then allowed Ed Boon 
and John Tobias free reign on the project, 
and, as they say, the rest is history! 


part ("Genesis does what Nintendon't" was a genuine 
slogan used at the time). Sega had tapped into that 
anarchic, ‘screw the man’ rebellious nature of the 
Nineties with much aplomb. 


HEHE [Transient profits are all well and good, but 
the decision to release the game uncensored would 
return to haunt Sega and Acclaim when their game 
was taken to the Supreme Court under accusation 
of being а menace to America's children’. Sega 
executives believed the case was pushed to court by 
Nintendo, though no solid proof of this claim exists. 
Without Mortal Kombat bringing the problem’ 
with violent videogames to the attention of the 
general public, we wouldn't have the Entertainment 
Software Association (a body that started out as the 
Independent Digital Software Association). From 
lobbying in Washington to fighting censorship, the 
ESA vowed to selt-regulate, setting up the ERSB 
ratings system - which influenced our European PEGI 
(Pan European Game Information) — and even lead to 
the creation of E3. 
oince then, aside from a little in-fighting between 
hardware manufacturers, the games industry has 
been largely united in its drive to present games as 
equal to other media. Without Mortal Kombat setting 
a very graphic precedent in what games could get 
away with, it's likely the industry might have travelled 
a safer path, making smaller ripples before ever 
hitting a level where the American senate had to 
take them seriously as a form of entertainment. It’s 
quite ironic for a game built in ten months, really, 
but without Mortal Kombat, this industry would be 
nowhere near as developed as it is today. 
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GAME 





MORTAL KOMBAT'S 
BLOODIEST MOMENTS 


THE ORIGINAL MORTAL KOMBAT Is THE REASON OUR INDUSTRY 15 
BOUND BY A SELF-IMPOSED RATINGS SYSTEM... BUT THAT GAME S 
VIOLENCE AND GORE WAS JUST THE BEGINNING. DON'T SCAN THIS 
PAGE IF YOU DON'T WANT ANY HIGH-OCTANE NIGHTMARE FUEL... 





THIS FATALITY WAS actually referenced explicitly in the court 
case brought against Midway and Sega in 1993. It even inspired 
Senator Lieberman (opposing Sega) to quote “I was startled [...] 
And at the end, if you really did well, you'd get to decide whether 
to decapitate...how to kill the other guy, how to pull his head off. 
There was all sorts of blood flying around." 


THE SECOND ITERATION of The Pit (it was the keystone stage 


‚ of the first game) was much more imposing and terrifying than 

| the first. It was the first time the Mortal Kombat series deviated 

' from its side-on view, instead opting for an overhead view as your 
‚ Opponent plummeted to the ground, before that spine-shattering 
| crunch audio effect... which we can still hear today. 





WHEN DEVELOPING THE second Mortal Kombat, the 
developers wanted to include everything they planned for the first 
game, but didn't have time due to scheduling. As a result, new 
characters, fatalities and stages were introduced. The best one 
(and one of creator Ed Boon s favourites) was Kung Loa splitting 
an opponent in half with his weirdly sharp hat. 
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AFTER HIS WEIRD cameo in the first game, Reptile graduated 
‚ to legitimate playable character by the time Mortal Kombat l hit 

| Ше shelves. His fatality involved spewing acid onto Ше opponent, 

' melting them to the bones. Because of this, the game was banned 
‚ in Germany and censored in Japan, the first time a Western game 
' was censored in the country. 


САМЕ-СНАМСЕВЬ 





KABAL MADE HIS debut in Mortal Kombat Ш. Не was 
supposedly horribly disfigured, leading to his reliance on a 
respirator and a mask that protects his face. One of his first 
fatalities involved the removal of his mask, to reveal a face so 
horrifying that it literally scares the soul out of his opponent. 


SMOKE HAS ALWAYS been strange, his whole existence 
merged with the Sub-Zero moniker and the ninja brothers that 
go with it. 5moke's even weirder moves culminate in him firing a 
bajillion grenades out of himself and causing the world to explode. 





ONE OF MORTAL KOMBAT 4 5 hidden characters, Meat is 
supposed to be an experimental subject that escaped Shang 
Твипа в custody before whatever cruel intentions of the mad 
sorcerer were fulfilled. Completing all Group Mode challenges 
in 4 would make any character you select become Meat - so you 
couldn't escape him and his rotting flesh and his hanging eye. 


DURING THE PR campaign for what the media would come 
to call Mortal Kombat 9, Ed Boon promised fans of the AWOL 
franchise that when they finally got the new game, they'd bask in 
its violent glory — promising it would be the most violent yet. Boon 
wasn't lying - fatalities aside, the X-Ray' moves alone could 
have satiated our gore-hunger. 





THE LIVING FOREST is a staple arena in the Mortal Kombat 
series now, after being introduced in the second game. But it took 
until the ninth instalment of the core series — which travelled to 
a very selt-aware reboot timeline - for the game to allow you to 
kick an opponent into the trees, getting them crunched to bits by 
splintery wooden teeth... 


WE'VE ONLY SEEN snippets of Mortal Kombat X, and had 
a few hands-on demos with it. The new graphics make all the 
blood and gore look more real than ever, and the result is some 
tremendously cringe-inducing fatalities. The worst so far? Quan 
Chi summons a dagger and drags his opponent onto it with his 
psychic powers, spins them round and splits their body in halt. 
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In 1991 the fightin 






enre belonged to Japan 


but the next year the Americans came alon 





and did it their wa 





— louder, more violent and 


totally headline-grabbing. Original designer 
ohn Tobias explains how it was done 








1992 
Arcade 


Midway 
In-house 


KEY STAFF: 

John Tobias: 

Design and Graphics 
Ed Boon: 

Design and Software 
Dan Forden: 

Music and Sounds 
John Vogel: 
Background 
Graphics 
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Ш THIS YEAR (WHICH is 2012 if you happen 
E to be reading this in one of our Retro 
EHEHE compilations), Capcom is celebrating the 
2oth anniversary of the fighting game series that put 
the genre on the map, but while the original Street 
Fighter was little more than a modest success in 








the arcades, its fiercest competitor erupted onto 
the scene in an inaugural debut that was much 
more convincing. This was none other than Mortal 
Kombat, a game that not only paved the way for the 
Entertainment Software Ratings Board in the United 
otates with its barbaric Fatalities, but was also 
pieced together by a team of four passionate people 
in just under a year. 

"As a kid I read superhero comics religiously 
and found myself drawing my favourites at a very 
early age," states Mortal Kombat co-creator John 
Tobias, who began his career as a comic book artist. 
"My dream was always to illustrate а Superman, 
Batman or Spider-Man book, but that kind of 
changed as I got older. I became more interested in 
creating my own characters. My work on The Real 
Ghostbusters comic was kind of a letdown because 
I was in school at the time and needed an income. 





With the exception of a few issues, my work 
was always rushed and the publisher was a 
bit unscrupulous.” 

lobias's frustrations didn't last long. 
After finishing school, he was hired by Bally 
Midway on the back of his design skills. 
"What I knew of computer graphics at the 
time was entirely self-taught,” he confesses. 
“Schools didn't have much in the way of a 
curriculum that could prepare you for work 
in the industry. Fortunately, | was a videogame 
junkie and arcade rat growing up, so I knew what 
I liked and what I thought I could provide.” But 
despite the continuing rise of videogames as 
an entertainment medium, Bally Midway was a 
pinball purveyor first and foremost. CONTINUED > 


\ \ FIRST MKI RAIDEN DOODLE BY JOHN TOBIAS 
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Posted by: 

4 А І remember at the time, 
being all of 11 years old, was 
looking at this game and 
thinking ‘Hell yeah!’ at how totally 
badass it was. Then my dad saw 
it and forbade me from playing 

it because it wasnt appropriate. 

I was just glad I got to play it 
occasionally round a friend's 
house. While it wasnt the first 
violent game, given the nature 

of the graphics at the time, it's 

no surprise it was at the head 

of so much controversy. But at 
the same time it paved the way 
over the years for more violence 
in games. 


Posted by: 

4 І remember spending a ton of 
20p pieces trying to get a Double 
Flawless Victory with a Fatality 
on the bridge level after hearing 
a rumour at school about Reptile. 
I never managed it, but I did feel 
like a total legend аНег pulling 
off Kano's Fatality after nobody 
in my local arcade knew how 

to do it. 


Posted by: 

41 ended up on the receiving 
end of some foul language while 
watching (in comparison to my 
younger self at the time) a grown- 
up play. I guess he didnt like my 
constant advice of 'back, back, 
punch!’ while he was trying to 
beat Goro. 


Posted by: 

4 Liu Kang, sounding like a 
ruddy ninja chipmunk. That's 
my memory of the arcade game. 


Posted by: 

4 At the time, Sub-Zeros fatality 
was the only one anyone seemed 
to know.... but he was badass so 
nobody cared. 
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Genesis gamers 
will be more 
than happy with 
their version 

of the arcade 
classic. Until 
Street Fighter 

П makes its 
appearance 

on the Genesis 
scene, Mortal 
Kombat s 
clearly the king 
о the Genesis 
beat- em-up hill 




















"АЕ the time, there were maybe a dozen 
people in the videogame department," Tobias 
remembers. "We were like the bastard children of a 
company that cherished its pinball game division. 
Our department was in a set of offices in the back 
of the pinball manufacturing plant. I loved walking 
through the factory in the morning. It demonstrated 
the reality of the arcade business, which outside of 
design and software was this beast of mechanical 
engineering and industry." And it was during these 
early days that Tobias worked with Mark Turmell and 
Robotron creator Eugene Jarvis on Smash ТУ. 
"Both of those guys were huge influences on me 
in terms of their work ethic and passion for games," 
lobias reminisces. "Eugene was like a god of the 
industry, although he never carried himself that way. 
He always made himself accessible, which was 
very generous considering I was a 19 year-old kid. 
Ihe department was so small that management 
gave us creative freedom to do whatever 
we wanted and they obviously had plenty of 
faith in guys like Mark and Eugene. I think 
that freedom played a large part in the 
department's success." 


FOLLOWING THE SUCCESS of Smash 
IV, the foundations of Mortal Kombat 
began to take shape as Tobias started 
experimenting with the digitising capabilities 
of the company's development hardware. "Up 
until that point everything I had done was hand 
drawn and animated,” lobias reflects. “I thought 
the larger we could get the characters on screen, 
the more we could take advantage of 
digitization. So a fighting game, which 
would only require two characters on 
screen, immediately came to mind. I 
approached Ed Boon [Mortal Kombat 
co-creator, currently at NetherRealm 
Studios] and he was interested in doing 
a fighting game as well." 

This idea went on to become one 
of the most gratuitously violent and 
yet undeniably compelling games 
of its generation. But if it wasnt for 
the unavailability of a certain Belgian 
action hero, Mortal Kombat might've 
been entirely different. “We thought 
about getting a Hollywood martial artist involved,” 
Tobias recalls, “and I think the company had been 
contacted regarding the Universal Soldier film. We 
were interested in Van Damme as a martial-arts star 
who could portray either himself or a character in 
our game. It didn't pan out for whatever reason, and 
never got beyond a few phone calls between our 
licensing guy and Van Damme's agent.” 





Design and graphics 


























But despite missing out on a different kind 
of blood sport, the cause for an unlicensed 
fighting game was given sudden validity with the 
meteoric rise of the dragon punch. “Street Fighter II 
released and was doing extremely well 
in arcades,” Tobias says. “That was our 
proof-of-concept because, prior to that, 
fighting games had only seen limited 
success. We didnt actually start on 
Mortal Kombat until after Ed and I had 
finished our prior projects, but I believe 
we started actual game development 
around October 1991. We went out for 
location tests around May 1992 with 
the finished product shipping August of 
that year.” 

What followed was nothing less than 
a landmark moment as arcade gamers 
across the globe began to spread 
the word about Kano, Sonya and the technicolour 
ninjas. “I looked at the design and creation of the 
original characters as being a part of the storytelling 
process, Tobias explains. “I used archetypes to 
define that first group of characters. Liu Kang was 
our hero and Johnny Cage was the sidekick. I never 
had a place to articulate any of that with exposition, 
but I think the players were able to look at those 
characters and understand the archetypes almost 
on a subconscious level.” 

And even if they didn't, it was clear that Mortal 
Kombat was tapping into a filmic style that lay 
somewhere between classic kung-fu and blood- 
soaked horror. “There wasnt а whole lot of 
conceptual art work done back then,” ‘Tobias 
describes. “I had a couple of notebooks I kept with 
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sketches and story. There were a few ideas that we 
never pursued. One was a brutish character called 
Rokuro, which is the name of a mountain demon in 
Japanese mythology. Änother was a character called 
Kitsune, who we cut from the original but brought 
back in Mortal Kombat 2 as Kitana.” 

The original Mortal Kombat was set entirely 
on Earth with the seven fighters competing in a 
tournament held by Shang Tsung. It wasn't until 
the sequels that Tobias and the team expanded 
the universe to include the hellish Netherrealm, the 
otherworldly Outworld and the savage demigod 
himself, Shao Khan. Each fighter’s story was fleshed 
out with a few words and a static image - which in 
haiden's case, portrayed him as a warmongering 
tyrant. This was totally at odds with the benevolent 
God of Thunder that fought to save humanity in the 
numerous sequels that followed. 


"I ALWAYS LOOKED at the endings in Mortal 
Kombat as outlandish ‘what if?’ scenarios," Tobias 
explains wistfully. “I never considered them as part 
of the story's canon. Raiden's ending, in particular, 
built on the source of his character — which was this 
god called Raijin who was a trickster-type character 
in Japanese mythology. Our Raiden turned into 
our own thing as he became more of a mentor in 
the later games. But the story from Mortal Kombat 
changed very little from its inception. There was 
always an island gateway to another realm and a 
tournament with a nefarious host beholden to gods 
from another realm." 

As the series grew and its fictional realms 
continued to diversify the roster expanded to 
include a demonic centaur, ninja cyborgs and а 
mutant with retractable wrist-blades. But out 
of all the surprises that Tobias cooked up, the 
2,000 year-old halt-dragon that acted as Mortal 
Kombats unthrowable sub-boss was by far the 
most memorable. “Goro was inspired by the stop- 
motion in Ray Harryhausen films like Jason And The 
Argonauts," Tobias confirms. "That was Goro s initial 
inspiration in terms how to get a more fantastical 
looking character on-screen in 





As well as challenging you to É 
one-on-one showdowns with the / 
other fighters and your mirror Y 
image, the game also featured "7 
endurance matches where you [ 
fought two opponents back-to-back 
with one health bar. It was good | æ, 
training for the bosses. < 
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Switching to Digital 


E "ONE DECISION 

I made early in 
development was to let 
the qualities of captured 
video dictate Ше look 

of Ше game," Tobias 
explains when asked 
about the decision to 
use digitised sprites 
rather than hand-drawn 
graphics. “That was 
due to the project's 
schedule and the fact 
that I was the sole artist 
responsible. I knew that 
if I started doing too 
much frame-by-frame 
touch-up, I wouldnt be 
able to keep up with the 
schedule. But that raw 
digitised look became 
a trademark of the first 


game. It's funny to look 
at game graphics today 
in terms of the tools and 
limitations, and then to 
look back at just how 
primitive it was back 
when I started.” 

Mortal Kombat wasn't 
the first fighting game to 
feature digitised sprites, 
as that honour goes to 
Atari's Pit-Fighter. But 
by employing five actors 
with a background in 
martial arts, Mortal 
Kombat's on-screen 
fighters came to life 
like never before. "I 
knew Danny Pesina 
[Johnny Cage, 
Scorpion, 

Sub- 


u. = 


~ 


- 


Zero], Carlos Pesina 
[Raiden], and Richard 
Divizio [Kano] through 
a mutual friend since 
our high school days,” 
says Tobias. “Danny was 
a very talented Wushu 
practitioner and was 
friends with Ho-Sung 
Pak [Liu Kang, Shang 
Tsung], who I believe 
was a Wushu Grand 
Nationals champion. We 
were also looking for an 
athletic blonde actress 
and Danny brought 
Elizabeth Malecki 
[Sonya Blade] in, who 
was a co-worker of 
his at a local health 
club.” 
























Ш "Ed played 
the most so he 
was probably 
the best," 
Tobias admits. 
"I think I won 
the most with 
either Sub-Zero 
or Scorpion.” 





Ш Every character has two or three special 
moves, which cover projectiles like Sub-Zero's 
Ice Freeze and instant punishers like Raiden's 
Torpedo. Our favourite, however, has to be 
Sonya's blockbusting Leg Grab. 


Bi John Tobias squares up to 
Goro's man-boobs on the set 
of the 1994 Mortal E 
Kombat movie. |. i 
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at digitised form. Curt Chiarelli was the talented 
sans sculptor who brought Goro to life. I knew 
him through a mutual friend and he did a great job 
for us." 

But as punishingly hard as the four-armed Shokan 
warrior was, the most vexing opponent in Mortal 
Kombat was undoubtedly Reptile - as you had to 
perform a Double Flawless Victory on The Pit stage 
before you could face him. "The hidden character 
idea originated with Ed," recalls Tobias when asked 
about the first secret character in a fighting game. 
"He loved fucking with the players that way. I 
remember thinking there was no way they were 
going to find all this stuff, but they found every bit 
of it. We were amazed because when you look at 
the circumstances the odds were just incredible." 

And then, of course, there's the little matter of 
а soul-sucking sorcerer who could morph 
into every other character when you faced 


"very early in development we had six punch and 
kick buttons - high, middle, and low. But we cut the 
middle button out because it was kind of redundant, 
and also because it helped us cut out some frames 
of animation that would ve been required because 
of it." This was a sensible decision given the tight 
timeframe the team had to work with, but we cant 
help but wonder what a six-button Mortal Kombat 
might ve played like. 

Arranging the buttons in a cross pattern isnt 
the limit of Mortal Kombats innovations either, 
as similarly to how Street Fighter II inadvertently 
created the combo system, Boon and Tobias pretty 
much paved the way for Tekken by inventing the 
concept of juggles. “I recall juggling happening 
by accident,” Tobias explains. “But once it was 
discovered, Ed took advantage of it and tweaked 


him in the final showdown. "I recently dug EARLY IN DEVELOPMENT 
f ld notebook d found 

i noc се s. i ON DRM p WE HAD SIX PUNCH AND 

certain characters," Tobias describes while KICK BUTTONS — HIGH, 


showing us some original sketches. “Shang 


Tsung was listed as 'shape-shifter. We had MIDDLE AND LOW 


memory issues and couldn't fit another epic 
boss in after Goro, so the idea of using all 
of the characters, which were already in memory, 
worked out great for us. Shang had a very limited set 
of animations that were mostly devoted to morphing 
between characters.” Still, at least he couldn't 
regenerate his health. 
Although Mortal Kombat was developed at a 
time when Street Fighter IJ and Fatal Fury were 
already relieving arcade patrons of their loose 
change, Ed Boon designed a fighting system that 
was considerably different to the competition. For 
а start, all the characters shared the same 
movement speed, damage output and repertoire 
of standard attacks, with only signature moves 
like Sub-Zero's Ice Freeze projectile and Johnny 
Cage's ball-busting Split Punch separating them 
offensively. It was also the first fighting game to 
feature a dedicated block button and special 
moves - like Raiden's Torpedo dive - that used 
motion-only inputs. 


Шиш BUT ACCORDING TO Tobias, the five- 
button layout wasnt something they had in 
place from the start. "As I recall," Tobias says, 





it from that point forward. It was purely 

his brainchild." It also had the unfortunate 

consequence of unbalancing the game, as certain 
juggle combos could kill a character at full health. 

Fortunately, these touch-of-death combos were 
mitigated with subsequent revisions that tweaked 
various aspects of the game betore Mortal Kombat 
П was completed. Reptile, for instance, was added 
in Version 3, while players were only able to play 
against the same character from Version 2 onwards. 
The lest Your Might board breaking, meanwhile, 
was a permanent fixture from Version 0.9 on. Та 
worked on a similar minigame in Total Carnage 
where the player had to repeatedly whack a button 
to survive an electric chair,” Tobias enthuses. “The 
one in Street Fighter served the same kind of 
purpose, which was just to give the player a break 
from the one-on-one battles. We wisely cut these 
sequences in the later games.” 

One thing that's never been cut from any Mortal 
Kombat to date, however, is the barbaric Fatality 
executions. The original wasn't the first fighting 
game to have coups de grdce — that honour goes to 


LI 


Like most 
fighting games 
released in the 
Nineties, Mortal 
Kombat owes a 
debt to Street 
Fighter II for 


paving the road 
ahead of it. 


Thrill Kill tried 

to out-do Mortal 
Kombat in the 
violence stakes. 
It never saw 
release, but its 
engine was used 


to make Wu-Tang: 


Taste The Pain. 
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А ‘Mortal Monday’ 
advertising campaign was 
used by Acclaim in 1993 to 
promote the release of 
Mortal Kombat on the Mega Drive, 
SNES, Game Boy and Game 
Gear. The SNES had better 
graphics while the Mega Drive 
version retained the 
gore factor via a cheat code. 


Barbarian on Commodore 64 — but while Barbarian 
was content with straight-up decapitations, Mortal 
Kombat featured invasive heart surgery and spine 
splitters. “There was this anticlimactic moment at 
the end of a match that just felt like something was 
missing, Tobias explains when asked about Ше 
origin of the iconic death blows. "That's where the 
idea started. We never really censored ourselves, 
we just thought about how to get positive reactions 


out of the player." 


IN THIS SENSE, the Fatality system succeeded, 
as no match was truly finished unless the winning 
player despatched their opponent in over-the-top 
fashion. But after various hearings on ‘videogame 
violence and the corruption of society’ - headed up 
by US Senator Joseph Lieberman after the release 
of Mortal Kombat and Night Trap - the ESRB was 
established in 1994. “When we designed the original 
arcade product, I believe our demographic was 
players in their late teens or early twenties,” Tobias 
states of the ensuing controversy. Ме never thought 
of our players as children. I think that changed when 
the games were ported to the home consoles, and so 
I believe the rating system was entirely appropriate.” 

It's clear that the team's primary focus was to 
make a fun and memorable fighting game that didn't 
take itself too seriously, and by all accounts Mortal 
Kombat was exactly that. Tobias 
even used has experience working 


for the now defunct NOW 


MW 

























Comics and Eternity Comics to write and illustrate 
a Mortal Kombat: Collector's Edition comic book 
that was advertised during the arcade game's 


attract mode for $3 by mail-order. “The comic 
was my idea and it came from this desire to tell 
a story, which couldn't be told in the game itself," 
he says with a smile. "I believe we sold at least a 
few thousand of them." 

lobias left Midway in 1999 during the 
development of Mortal Kombat: Special Forces 
and now does industry consulting work. He 
also illustrated a 16-page comic book that was 
included with the Kollector's Edition of Mortal 
Kombat Vs. DC Universe. "I like how they ve 
altered the original character designs in both 
DC Universe and Mortal Kombat 9," Tobias 
reflects when asked about the recent reboot. 
"Г think they really turned a corner in terms of 
quality and staying true to the original designs. 
When redesigning is done for no reason other 
than change for change's sake, you can lose the 
qualities which made a character special from 
its inception." 

This is a sentiment that sums up Mortal Kombat 
really well; regardless of where the sequels have 
taken the series over the years, the original 
still holds up as one of the most compelling 
fighting games of its generation. And although 
everyone remembers it for the haunting words 
of ‘Finish Him!!", underneath all the buckets of 
blood is a game full of intrigue and mystery. 
"One of the most interesting things that nobody 

else knows is what 

№ Raiden and Liu Kang 

9p" are really shouting 

during their attacks," 

lobias teases, "but I cant tell you 

what those are." So even with its 20th 

anniversary rapidly approaching, it seems 
Mortal Kombat still harbours some 

sordid secrets. 





MORTAL KOMBAT 


+ + 
CENTRE STAGE 
= 





Play through the single-player and you can Test 
Your Might against blocks of wood, stone and 
steel. But only by competing against other players 
will you get to see ruby and diamond. 
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capable of distinguishing between the two 

realities they inhabit. However, what it also 

illustrates is just how central violence is to 

almost all videogames, however innocuous 

the presentation. Unless it’s puzzle-based 

or asimulation, almost every videogame, 
no matter who it’s aimed at, features violence as your principal means of interacting with 
the world. If the old adage that ‘violence solves nothing’ was literally true, then videogames 
would consist of nothing but racing sims and Tetris clones, and the Mushroom Kingdom 
would be brimming over with lethargic reptiles. 

Few people see this as а problem. Even the пи ез! anti-games campaigner brands only 
the most explicit titles as sick filth, and blindly ignores the mountains of corpses at the feet 
of Crash Bandicoot or Ratchet & Clank - Mario and Sonic have blood on their hands, and they 
know it. Perhaps, then, the ubiquity of violence says more about human nature than it does 
about the nature of videogames. 

“Га argue that we're conditioned so much to not respond violently to situations that our 
flight/fight/fuck response is attracted to events in videogames that allow you to just cut 
loose," says Chris Avellone, creative director at Obsidian Entertainment, and an RPG veteran 
whose career spans Planescape: Torment and Fallout. “In games, you can punch your boss 
or throw him out a window rather than meekly sitting there and nodding. 

If you gave me the power to shoot red energy bolts from my hands that could hurl cars 
and people around, with the magical side effect of it causing absolutely no consequences ог 
harm to any living thing, l'd want that power. а use it on the freeway every day. Or if you gave 
me a fully functioning lightsaber and told me that whenever | hit someone with it they would 
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explode into colourful Lego bricks with а 
kitchen bell sound, l'd want to do that, too." 

There's an intrinsic appeal to consequence- 
free actions, and videogames provide а 
perfect environment to scratch that itch. But 
there's more to this than power fantasies; 
shooting ог punching something аге Ше 
simplest ways to grant Ше player а way 
of interacting with their environment and 
receiving immediate feedback. In а sense, 
violence has grown into such an important 
feature of so many videogames through 
basic necessity. 

"In order to provide а game dynamic, 
to make it a game, you need to have some 
sort of system that the player can perform,” 
explains Jens Matthies, creative director of 
Machinegames, and veteran of The Darkness 
and The Chronicles Of Riddick. “When you see 
а dot and you stop it from moving, that's kind 
of the easiest thing to do and that goes all 
the way back to Space Invaders. It's not really 
about killing because it's not dressed up in the 
way we're used to now. It’s Ше very easiest 





































game dynamic you can do really. You have something on Ше screen that is moving and your 
job is to stop it moving." 

“Violence is а very easy way to put meaningful conflict and challenge in games,” agrees 
ex-Maxis developer Chris Hecker. “It’s just a simple and clear way to get players involved 
and interacting and overcoming challenges that matter to them. In more mature art forms, 
creators can have conflict about everything from pan-galactic war to whether somebody 
washed their hands after going to the bathroom, but in game design, we really don't know 
how to design gameplay around more subtle types of conflict yet.” 

Certainly, that lack of subtlety is no more obvious than in the increasing ranks of 

games with large, open-world environments, from Grand Theft Auto IV's Liberty City to 
Assassin's Creed II's Venice. Gamers often complain that these worlds remain stubbornly 
non-interactive, but the problem is even more pronounced when you accept how few of the 
available activities revolve around anything other than hurting people - а realisation that can 
quickly alienate casual gamers who assume the scale and variety of the visuals is echoed by 
the gameplay. 

“| think that is an almost universal reaction to sitting a ‘normal’ person down in front of 

a triple-A game right now,” says Hecker. “I think this is changing slowly, but until we figure 

it out, putting a gun in somebody's hand and having ап Al start shooting а them is a really 
quick way to get them involved. However, this kind of conflict is pretty shallow and narrow 
and gets boring as you get older and want more from your art and entertainment." 

“Из also convention,” argues Matthies. “In order to have а game people can access easily, 
you need а system that people don't have to relearn from the beginning. If you want to 
construct а game around something more complicated, you must also invariably complicate 
the input and that will instantly alienate a lot of people.” 


ut some games do find a more even balance of activities, without Ratchet & Clank: A Crack In Time 
resorting to darts or bowling minigames. “The best example of an open- | 2 i pe 

world title I've (re)played recently is Fallout 3,” says Avellone, who is, admittedly no 
stranger to the Fallout franchise. “The majority of the time I’m exploring the environment, 
finding new areas, looking for discoveries in those areas and collecting and organising 
those discoveries. 

“The amount of time | spend fighting in Fallout 315 almost non-existent and the 
exploration aspect ends up coming to the forefront - the open world in the game has trained 
me that there are things to find out there if I'm willing to check around every ridge, explore 
each turn in the sewer and check the second floors of buildings to see what's up there. More 
often than not, I'm rewarded with a find or the revelation of another area to explore.” 





he very easiest game dynamic you can do really. 
have something on the screen that is moving —. 
your job IS to stop it moving Jens Matthies, Machinegames 





Of course, designing non-violent tasks that are just as compelling as their more visceral, 
traditional counterparts isn't easy. Shooting bad guys clearly looks like fun, but although the 
likes of The Sims or Animal Crossing can make watering plants seem entertaining, it's not 
the sort of activity that seems appropriate in the average G7A-clone. 

"| don't think there's necessarily any relationship between real-world and virtual 
experiences in terms of being compelling," says Hecker. "This is true in all art and 
entertainment forms. For example, films or books about incredibly unpleasant things - like 
divorce or being in prison - can be quite moving and compelling." 


t’s a valid point, but the kind of activity that can be made to feel 
compelling in the interactive context of a videogame is far narrower. 
However pleasant it may be to walk your girlfriend home in real life, or to read a tender 
account of a character doing so іп a novel, the moments in Grand Theft Auto IVwhere Niko 
has to do so are rarely talked about as the game's highlights. In complete contrast to the rest 
of the game there's almost no freedom in how you respond or interact with her. 

"The more you have to constrain the player, the less of a game you end up with," reasons 
Matthies. "If you have a lot of options in a game then there won't be a lot of depth in them. 
That's the problem, because making a game is incredibly difficult, much harder than а movie 
where the audience has no input оп what happens. An adventure game may have a lot of 
dialogue options, but you can't enter what you want to say. You're still constrained; it’s just 
the illusion of freedom.” 

Failing to specialise in a specific area, then, can lead to a failure to attain excellence in 
any part of the game's design. That's what makes a game like Mass Effect 2 so impressive: 
as a pure action experience it rivals most dedicated shooters on Ше market, yet it’s still an 





Fallout 3 
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expertly written, beautifully voiced story that gives Ше player a genuine sense of 
agency. Unfortunately, not all developers have the resources at BioWare's disposal. 

“| don't want to say that creating violence is as easy as creating non-violence,” 
says Avellone. “However, once you get a basic combat system established, it’s 
easier to create combat templates. True conversations with others is a complex 
interaction that’s also a special case one - creating new text and recording it 
each time adds up. For our espionage role-playing game, Alpha Protocol, a large 
percentage of the game is talking to others and using stealth to move in and out 
of an area. Getting the feel of combat and artificial intelligence for enemies took 
at least as much time as writing the script and implementing it into the cinematic 
dialogue system.” 

Artifices such as stealth sections and minigames are notoriously controversial in 
core games, and if used without care can seem less like a welcome variation from 
Ше main gameplay and more like a punishment before being allowed to return to it. 
"| think the right way to look at this is not to focus on making the action itself non- 
violent, but instead, ask what kinds of things are we missing," says Hecker. "Even 
in action-packed films, like Raiders Of The Lost Ark, Die Hard or Aliens, most of the 
movie is the characters interacting, solving problems, arguing, struggling, joking, 
flirting, being scared, and so оп. 

“The action itself is a relatively small part of the experience; it’s used just to 
punctuate the character interactions and add tension. Measured the same way, 





The Darkness 





[videogames] fall down badly. If you buy an action game, the entire thing is action except 
the cut-scenes; our interactivity is missing all the parts that make people care about the 
action beyond the visceral power fantasy competition aspect.” 

At Starbreeze, Matthies was responsible for one of the most memorable scenes in The 
Darkness - and of the last few years of game design in general — where the protagonist 
returns home to watch a film with his girlfriend. There is no complex interactive dialogue, 
but instead just a quiet mood moment where the only difficult decision is when to get up 
and stop watching the TV. 

“In a movie you have what | call an emotional proxy: characters that don’t necessarily 
move the plot along but which are there for you to empathise with,” explains Matthies. 
“Games never really have this, though. | think of Max Payne, where at the beginning of the 
game his wife and child are murdered. But it just starts off like that and the player has 
never had the opportunity to interact and bond with them, so they have nothing emotionally 
invested... That's something we addressed т The Darkness. You bond with Jenny and you 
care about the character, so you feel something when she is attacked. You get enraged 
because the violation is towards you, and keep playing because you want revenge.” 
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s games begin to plagiarise the look and feel of movies 

more and more successfully, the problem of action-versus- 
interaction becomes more pronounced. Nathan Drake from Uncharted 

15 often compared to Indiana Jones, but Indy hardly ever kills anyone in cold blood - even . 
when they're Nazis. By contrast, in just two games, Nate is responsible for a body count оп 

a par with a small war, and yet we're still supposed to regard him as an essentially likeable, 
non-aggressive protagonist - а good guy in а bad situation. 

“The key difference is that the believability and sympathy come from the non-violent 
parts of a film, from the breaks between the action where the people are relating to each 
other," says Hecker. "But, in games, those breaks are usually just cut-scenes, and not as 
deeply interactive as the action sequences, so they're operating outside the medium in 
some sense. We don't yet know how to have characters evolve from interactivity in deep 
and meaningful ways." 

"The proudest moment for me in The Darkness, in that scene with Jenny on the couch, 


is her line, ‘| have to pee, but I'm too tired to get up’, says Matthies. "That's the type of thing 
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you never hear т а game. It’s honest. It’s 

a moment you have with someone you're 
really comfortable with. Creating a moment 
like that is not any harder than other stuff in 
a game, it's just trying to use every tool you 
have to infuse the game with some honest, 
real relationships." 

For many developers, the most 
common way to allow breathing space in 
а дате is either through minigames or 
interactive dialogue. In Mass Effect 2, if 
you take the time to chat with your crew 
between missions, it gives the player a 
sense of ownership of the experience 
that can't be found in any other medium. 
More importantly, if a player chooses to 
develop their character's silver tongue, 
key encounters can be solved without ever 
having to draw а weapon. 

“Га argue that for some players - myself 
included — my power fantasy when playing 
а role-playing game is to confront a villain, 
explain point-by-point why his master plan 
is flawed, and then get him to admit that Не 
hadn't thought things through as carefully 
as | had, and ask me what | think he should 
до, says АуеЦопе. “Conversation-based 
player characters in games can have their 
badass moments just as much as someone 
wielding а gun, and we've definitely included 
moments like that in Alpha Protocol and 
Fallout: New Vegas.” 

Such choices, or even just the illusion of 
such choices, have been {Не high points па 
range of memorable game narratives, from 
Chrono Trigger to Metal Gear Solid 3. 

And yet still the majority of supposedly 
interactive stories are portrayed exclusively 
though non-interactive cut-scenes. 

“Half-Life 2 weaved an interactive 
story that wasn't a cut-scene into the 
gameplay - the result was powerful and 
immersive,” says Avellone. "Ideally, you 
don't want to communicate a story via 
cut scenes or anything that paralyses the 





player or reduces them to a passive state 

- at that point, it's not a game, it’s a movie. 
The design philosophy with narrative is 

that you want to make it part of the level 
design and, if possible, make it part of the 
дате mechanics. In Alpha Protocol, the 
decisions you make on the dialogue timer - 
conversations are timed and move ahead in 
real time, so you need to gauge your target 
and choose responses quickly - it's like 
combat dialogue. This makes narrative very 
much like agame, where you need to choose 
your attitude and action quickly, keep the 
flow of the conversation going, and сопмеу Р: 
а sense of urgency. Furthermore, if you've 

done your research on the subject you're 
speaking to, you'll know their triggers, what 
attitudes they respond to.” 


s much as games are 
routinely mocked for their 
superficial plots and poor 
dialogue, trying to tell a compelling 
story in a game is a much more 
complicated affair than in a movie. 
Not only does the script have to Бе good, 

it has to be exponentially longer, and then 
there are technical limitations to overcome, 
such as those that currently leave non- 
player characters rooted to the spot for the 
whole game, spouting their few lines of 
dialogue - or following a purgatorial loop 
around the same small area. 

“The work that Jeff Hawkins is doing 
at the moment is very interesting,” says 
Matthies. "He's creating a theory around the 
neo-cortex that in the future should mean 
we can have proper artificially intelligent 
characters in a game. Although that won't 
happen for some time.” 

“There is a technological end of it, as 
there always will be due to the nature of our 
medium,” Hecker admits. “But | think it’s 
primarily a design intent problem, where we 
have to simply try hard to figure out how to 
do it, and not just fall 
back on the ‘easy’ stuff 
like canned cut-scenes 
splitting up interactive action 
sequences. | think the very 
concepts of ‘story’ and ‘character’ 
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are problematic when interactivity is in the 
mix, but we have to dive headlong into figuring 
out how interactivity works at an emotional 
level so we can suss out our strengths and 
weaknesses. We're very conservative as an 
industry from a design standpoint, which is 
frustrating, given that | think we can be the 
pre-eminent art and entertainment form of 
the 21st century if we figure this stuff out." 

The problem with violence in videogames 
isn't its mythical ability to corrupt the nation's 
youth, but that for so long it has been the 
only meaningful interaction with the game 
world. Alternatives have always existed, but 
only in Ше last few years have they begun to 
permeate into the major blockbusters. When 
they become as much a part of the language 
of game design as 20-hit combos, the medium 
will become richer, and offer rewards to those 
people who see no merit in it now. 

“| don't think it's a problem, insofar as it is 
really just a symptom of the immaturity of our 
form,” says Hecker. “I think violence is a tool 
that will be in the toolbox, but it will be joined 
Бу other actions and emotions, hopefully 
including love, jealousy, betrayal, and all the 
other characteristics that make art great and 
are meaningful to people. 

“Violence is meaningful and powerful, 
except when you use it to the exclusion of all 
other dramatic and emotional tools; then it 
just becomes gratuitous and meaningless. 
Killing your hundredth огс is по different from 
killing your tenth orc, but killing your spouse 
in a jealous rage and then having to deal with 
the consequences is completely different and 
is the stuff of great art... Uh, fictionally @ 
speaking, that is.” 











| CAN'T WORK THE BUTTONS’ 


ALTHOUGH VIOLENCE is undeniably overrepresented, not everyone agrees that this 
is the primary barrier to non-gamers gaining an interest in the medium. As far as 
Matthies is concerned, it's actually the complexity of controls that put most people off. 
"There are a lot of games that don't involve violence at all and, although not 
everybody's tastes are covered by the current selection of video games, | don't think 
that this is necessarily putting off as many people as the controls. This might be why 
the Wii is successful, because it has a more intuitive control system. If you want 
to construct a game around something more complicated, if you want to have a 
philosophical debate between characters, then you're going to need an extremely 
complicated system, and | don't think that would be accessible to most people." 
"| remember we tried testing The Darkness with a group of non-gamers and 
it was a complete disaster. They couldn't even work out how to leave the 
first room. They just didn't understand the controls or how to interact with 
the дате.” 
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DOOM 


Released: 1993 Publisher: id Software Developer: id Software System: PC 
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We take an in-depth look at how id Softwares venerable title changed Ше 
face of first-person shooting forever 


Ш THERE ARE MOMENTS in videogames that 

mmm you never forget. For some it's seeing Mario 
MOSH runaround a three-dimensional world for 
the first time, while others will recall the first time 
they shot through their own base so they could attack 
the incoming waves of Space Invaders. Many more, 
though, will remember the first time they laid eyes on 
id Software's epic masterpiece Doom - a game that 
changed PC gaming, and the first-person shooter 
genre, forever. 

Doom wasn't the first game of its kind — it essentially 
rode the blood-spattered coattails of id Software's 
very own Wolfenstein SD, a riotous blaster that 
combined aggressive shooting with The Third Reich. 
But Doom's reach and impact spread far further than 
Wolfenstein, so much so that many gamers actually 
think the latter came out later. 

At one stage Doom was everywhere and everyone 
was playing it. Valve's Gabe Newell once revealed to 
Bloomberg that when he was working at Microsoft it 
decided to start checking the computers of customers 
to find out the extent of Windows' market share. It 
was done at immense cost to Microsoft and Newell 
revealed that 20 million people were using Windows. 
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Ап impressive figure. That is, of course, until 

you realise that despite those amazing numbers 
Windows wasn't the most installed application. It was 
id Software's Doom. 

The amazing thing here is that Doom wasn't even 
distributed at a retail level; it was simply distributed 
via bulletin boards and other pre-internet methods. 
Newell was astonished at the reach a tiny team of 
developers could have compared to Ше 500+ staff of 
Microsoft, calling it a "lightning bolt” moment. Newell 
decided that a change was coming and games like 
Doom were the future. He eventually left Microsoft to 
co-found Valve Software in 1996. 

oo how did Doom become so successtul? There 
are numerous reasons, but the fact it was shareware 
was incredibly important to the game's overall 
success. After being downloaded (it was originally 
available from Software Creations BBS and an 
FTP server at the University Of Wisconsin-Madison) 
gamers had access to the entire first episode of 
the epic blaster (it would eventually consist of four 
full chapters). Once the chapter was complete it 
was possible to pay for and unlock the rest of the 
game. The other benefit of shareware was just that: 


GAME CHANGERS: DOOM 


DOOM IS WELL KNOWN FOR ITS MODDING SCENE. 
HERE ARE SOME OF OUR FAVOURITES... 


ESSENTIAL DOOM MOD 


ЧЧ 1007: _ 1047 


AMMO мемты пяна ARMOR 


* Another total conversion 
and another mod based on 
an extremely popular existing 
franchise. It's notable for 
having a huge number of 
recognisable bosses that 
range from Killer Croc and The 
Joker to Bane and Penguin. 
While Batman was created for 
Doom 2, we've played it via 
Ultimate Doom just fine. 
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GHOSTBUSTERS 


* Created by “Scuba Steve” 
Browning, this is a fun mod 
that features locations from 
the film as well as weapons 
that range from the ghost trap 
to the PKE Meter and Ecto-l. 
Power-ups come in the form of 
Twinkies and the Ghostbuster 
suit, while bosses include Vigo 
The Carpathian and the Stay 
Puft Marshmallow man. 





* The TC stands for 

Total Conversion if youre 
wondering. It's a PWAD that 
replaces virtually all the 
resources of the original 
with new ones. The result 

is an impressively accurate 
adaptation of the film, 
featuring key scenes and a 
host of recognisable weapons 
and beasties. 





SIAR WARS DOOM 


* There are a number of 
Star Wars mods available, 
but we've a soft spot for this 
one. It has lots of samples 
from the film, a huge 
number of weapons that 
are extremely satisfying to 
use, a great reproduction of 
the iconic theme tune and 
lots of stormtroopers to kill. 
Impressive, most impressive. 


it could be shared, reaching countless other people 
who would in turn share it with their own friends. 

It created an amazing distribution system that 
required very little effort from id's 12-strong team. 


MMB And yet it wasn't just Doom's accessibility that 
made it such a success. It was an incredibly good 
game, building on the blueprints that John Carmack 
and the rest of his team had first experienced 
with Wolfenstein 3D and polishing every aspect 
of it until it shone. Doom was light years ahead 
of the competition from a technical point of view, 
boasting all sorts of incredible little touches. Full 
texture mapping, enhanced lighting, rooms of 
different heights and stairways were just a few of the 
improvements over Wolfenstein, and they allowed for 
the creation of some incredibly atmospheric levels. 
It also helped that the level design in Doom was 
exemplary. Wolfenstein ЗП often felt that there was 
little thought to the structure of each stage (made 
more confusing by the lack of a map); however, the 
stages of Doom had a purpose and really gave you 
the impression that you were storming through a 
complex while fighting off the hordes of Hell. And 
what demonic monstrosities they were. Grotesque, 
robot spider hybrids, resurrected marines, flame- 


DOOM WAS LIGHT 
YEARS AHEAD OF 
THE COMPETITION 


FROM A TECHNICAL 
POINT OF VIEW 





The original 
Doom programming 
team consisted of 
John Carmack, 

John Romero, 
Mike Abrash and 
Dave Taylor. 


Doom has 
crossed over into 
numerous forms 
of media. Comic 
books, novels, а 
board game and a 
movie starring 
The Rock have all 
been released. 


The original 


version of Doom 
comprised three 
nine-level episodes. 
А fourth episode 
was added for the 
release of Ultimate 
Doomin 1995. 


10 December 


' 2013 marked the 


20th anniversary 

of Doom's release. 
Various ports would 
arrive for several 
years after. 





throwing imps and disgusting cacodemons were 

just a few of the monsters you faced. Fortunately, 

your nameless marine was more than capable of 
dealing with Hell's minions, having access to an 
array of devastating weapons that ranged from 
metallic knuckle dusters and a chainsaw to a double- 
barrelled shotgun and room-clearing BFG 9000. 

The huge number of satanic creatures found in 
the game and the many bloodthirsty ways in which 
you could dispatch them saw Doom constantly 
courted by controversy, culminating in the infamous 
Columbine High School Massacre in 1999, when it 
was discovered that Dylan Klebold and Eric Harris, 
the duo behind the massacre, had played the game 
extensively. Doom was still banned in Germany 
as late as 31 August 2011, almost 18 years after its 
original release, with the panel revealing that it 
was concerned that “the story played out in Doom 
involved a relentless cycle of gunplay and ‘bloody 
sadistic’ violence directed against humans or 
human-like beings”. The same reasons that made it 
so popular with gamers in the first place. 

It wasn't just violence that made id s game so 
appealing. Networked multiplayer gaming helped 
establish the now massively popular deathmatch, 
while the ability to customise and enhance Поотв 
levels via the use of custom-built WAD files (which 
stood for Where's All The Data?) ensured that 
the games future was only limited by a player's 
imagination. Sequels and clones quickly followed in 
the wake of the behemoth that id had created and it's 
gone on to appear on countless different platforms. 
It may be 20 years old now, but it remains as fresh as 
the day it was conceived, delivering an exhilarating 
slice of hardcore blasting that few of its later peers 
have managed to match. 
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DOOM 


DOOM PROVED IMMENSELY POPULAR WITH GAMERS, AND АБ A RESULT 
IT WAS PORTED TO A HUGE NUMBER OF DIFFERENT HOME SYSTEMS. 
HERE ARE THE MOST INTERESTING ONES 
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WHILE IT'S ENJOYABLE enough, it has quite a few omissions 
when compared to the PC game. The biggest omission is that it 
doesn't feature the third episode, which means the BFG 9000 is 
nowhere to be seen. It suffers from a weak soundtrack, loses a 


ONE OF THE few trump cards in the Jaguars library. It's the 
only home console port at the time that was actually coded by 
Carmack himself — and it shows. Amazing lighting effects, a 
super-fast pace and modified maps all help it stand apart, and 
lot of sound effects and lacks most of the bigger monsters from it enables you to immediately select any weapon at will (the only 
the game. As with many other console versions it’s impossible to console version to do so). The decision to map strafing to a single 
circle-strafe, meaning its gameplay isn't as slick as it could be. ' fire button hurts its mobility somewhat, though. 
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THE SOUNDTRACK FOR this 16-bit port still sounds fantastic. 
Unfortunately, SNES Doom suffers in many other areas. While 
it's powered by the SuperFX2 chip, the graphics are very 
disappointing, with many enemies hard to see when they're in 
the distance. Add in an erratic frame rate and the lack of circle- 
strafing and SNES Doom is highly disappointing. It did manage to 
include the cyberdemon and spiderdemon though, so that's good. 


THE 3DO PORT of Doom promised to be spectacular and was 
based on the Atari Jaguar version. Despite the impressive grunt of 
the 3DO, it turned out to be an incredibly rushed port that failed 
to capture the magic of the original. Its biggest issues are the tiny 
available windows (although two bigger options are available 
with cheats) and an extremely choppy frame rate when using 
those bigger screen options. 
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THIS IS WIDELY considered to be Ше best console port and it’s 
hard to argue otherwise, especially as it includes Doom 2 as well. 
It's an enhanced version of the Jaguar game with brighter visuals 
and a slicker pace. It moves at blistering speeds, putting the 
original to shame. All monsters (barring the Arch-vile) appear, 
but not in the same numbers as the PC versions. 





CONSIDERING HOW GREAT Quake is on Saturn, Doom is 
а massive disappointment. It suffers from all sorts of issues, 
ranging from an extremely choppy frame rate to sluggish 
controls. It's a port of the PlayStation version, but loses a lot of the 
slick lighting effects that made it look so moody. The Japanese 
version of the game is widely considered to be the best version 
due to slightly better optimisation, but it’s still a poor effort. 
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THIS IS ONE of the most authentic versions of Doom, although 
this is hardly surprising when you consider the power of the 
machine that it runs on. It's effectively Ultimate Doom, meaning 
you get all four episodes. It also features four-screen local 
multiplayer, built-in Achievements, online leaderboards, online 


multiplayer and slower music. It’s an otherwise superb adaptation 
of the game and is currently available for just £1.99. 
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OKAY, SO IT'S not an official port, but we can't not mention 
this astonishing effort. Created for the Spectrum 128K by Russian 
developer Digital Reality, it's an insanely impressive piece of 
work, even if it does run at a slow pace. It's also worth mentioning 
the superb music that plays throughout. It’s obviously lacking 
when compared to the original, but it still manages to impress. 





THIS SLICK LITTLE GBA release is based on the early console 
ports, so it's a surprisingly faithful version. It's still missing the 
same monsters, has green blood, enemy corpses that quickly 
disappear and numerous other little differences, but it plays well 
enough. There's still no circle-strating, but it does boast eight new 
deathmatch levels. It's worth noting, though, that multiplayer (and 
packed levels) does cause the game to run extremely slowly. 
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DESPITE THE FACT that he runs id Software, John Carmack 
still likes to keep his coding fingers dirty. The end result is this 
interesting release for iOS, which is an accomplished piece of 
work (as you'd expect from one of Doom s creators) boasting all 
the beasties and levels from the original. There's a concession 
however, and it's а big one: Doom is basically a nightmare to play 
on touchscreen, even with a number of helpful options. 
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games" speaks to Ше man behind some of the most 
revered works in the industry, who helped to establish the 
most dominant genre in gaming 





I grew up largely in northern 
California in a little town called Rocklin, 
and I was totally addicted to arcade games, 
like pretty much everyone who was a kid 
back then. I moved to Rocklin in 1976, but 
even before then | was living in Tucson, 
Arizona, and I used to play pinball all 
the time before the pinball places 
changed into videogame arcades. 

I remember playing a lot of the 
electro-mechanical games like Dune 
Buggy. When I was in California I 
played every game that came out. 

Аз soon as something new arrived 

I played it because I was in the 

arcades almost every day. I can 
remember the first time I saw certain 
games, like Donkey Kong or Рас- 

Man, or even Targ. Remember, as a 

10 or 11-year-old kid you need quarters 
to play these games, [I didn't] have a job 
or parents with tons of money, зо I had a 
paper route I'd deliver every morning. I 
was basically making $250 a month 
delivering papers, and using all that money 
on arcades. 


Yeah! That definitely fuelled some of the $1 
billion worth of quarters that Pac-Man made 
in 1980! 


Well, in the summer of 1979 my friend and 
my brother rode their bikes to the house and 
told me ‘Oh my God, you won't believe it — 


we found a way to play games that 
doesn't cost any money!’ and I'm like 
‘Where is this place?’ We all took our bikes 
and rode up to the college, which was about 
three miles away and went to the computer 
lab. Inside there were all these terminals 
connected to a giant machine in the next 
room, which was an HP9000 mainframe. 





JOHN ROMERO 


CAREER HIGHLIG 


FORMING ION STORM 


ШИМ In November 1996, 

Romero, having left id 

Software after the release 

of Quake, formed another 

game development 

company with the slogan 
‘Design Is Law’ as its guiding principle. 
Along with long-time friend and colleague 
Tom Hall and industry veteran Warren 
Spector, the eventually ill-fated Ion Storm 
would produce both critical hits and 
misses, with a catalogue that included 
the likes of Deus Ex, Daikatana and Thief: 
Deadly Shadows. 
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The guys there said, "Yeah, we have 
different games here, but they're free 
because you just run them and they'll come 
up on the screen. They showed the games 
they had, including Adventure, which was 
the best one out of all the games there. They 
also had things like Poison Cookie, NIM and 
Hunt The Wumpus - but Adventure was the 
greatest. There was a book there called 101 
BASIC Computer Games by David Ahl, and 
all of those games were on that mainframe. 
I played all of these games and found it very 
interesting how these were all very different 
to the arcade machines because they didn't 
have graphics - they all used letters and 
there was no time pressure. To me this was a 
huge revelation, because I wasn't pressured 
to hurry up and I could take my time, so that 
was a little bit of game design exposure that 
I found interesting. 





Yeah, for the next two years I was going to 





Design Is Law: Romero's talents on display in 
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that college and trying 
to write little games and 
save them out on punch 
cards with paper tape 
and just learn more. 

I'd ask the college 
students, ‘What word is 
this?’ or ‘How do I do this 
thing?’ and so they would 
just tell me, and I built my 
vocabulary just from asking 
questions, because | didn't have any 

of my own books on it. Then in the summer 
of 1980 the college filled a room with Apple 
Is, and when I saw that I was like, “Whoa, 
colour and sound! I don't care about any 
other computers пот! | already knew a little 
bit about BASIC at that time, so now I was 
learning about the specifics of the Apple II, 
and if for some reason I couldn't get to the 
college then Га go to a computer store and 
play on an Apple II there, or go to Radio 
Shack and use a TRS-80. I was so interested 
in computers that I would sit at the Radio 





To increase visibility, id Software allowed 
computer retailers to package and sell Doom's 
shareware levels for $10. 


Shack for hours typing out a program 
from a type-in book just to see what would 
happen, and Га start moditying it to see 
how it all worked. I spent so much time on 
this that my dad recognised that maybe 
I had something, so he got me my own 
Apple II, and that was like a rocket going 
off. As soon as I got that, that was it — 
I lived on that computer at home. Up until 
then I lived a normal па в life — you know, 
going outside, blowing things up, getting 
up to crazy stuff, until that computer came 
— then it was over. I was on that thing all the 
time, playing everything I could and making 
lots of games. By the end of 1982 I was 
halfway through my sophomore year at 
high school and had created my own little 
games company, Capitol 
Ideas Software. 


E Well, John Carmack 
| had just started with 

i Softdisk, and Ше first 
game we did was a 

vertical-scrolling Xevious 

clone called Slordax. When 

I saw he was doing this I could see 

it was great, even though I was not so 

excited about vertical scrolling. I was more 

excited about horizontal scrolling because 

that would let us do platform games. We 

got that first game done and he began 

experimenting with the more advanced stuff 

one could do with the graphics card, and he 

stayed up with Tom Hall until 5am one night, 

put together a demo and copied it on a disk 

and put it on my computer. I came in the next 

day, I think it was 18 September 1990. I put 

the disk in, thinking “Ah-ha, they must have 


THE DAIKATANA FIASCO 


MMB One of the most notorious commercial 
failures in gaming history, John Romero s 
Daikatana suffered from a number of major 
issues when it was eventually released almost 
three years behind schedule. Romero's passion 
for the modding community saw him hire an 


entire team who had never made a game before - something 
which he admits was his biggest mistake. Yet it was the 
marketing of the game that most people remember: a bright 
red ad with the words John Romero is about to make you 

his bitch’. “That was not my idea,” said Romero. “That was 
Mike Wilson, who was in marketing. That was a pretty bad 
thing to do, to put that out there. I never talk like that when I'm 
deathmatching. I don't call people my bitch, you know? I call 
them names!” 
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done something cool last night!” I ran Ше 
demo, and it looked like a replicated Super 
Mario З level from the NES, but running оп 

a PC. And it was on demo mode, so as soon 
as the character started running around and 
the screen scrolled it was perfectly smooth. I 
was like ‘Oh my god...’ I couldn't work for the 
next three hours! 


We were all brainstorming one day for the 
next game to make, and I said Why don't 
we just redo Castle Wolfenstein in 3D?' 
Me, Carmack and Tom Hall were all major 
Castle Wolfenstein freaks, so that was it. We 
were going ‘Can you imagine killing Nazis 
in 3D? There's по game like that!’ One thing 
people don't really know is that the game 
ran at 70fps because the video controllers 
of the time ran at 70fps, unlike today, 
where they're mostly working at 60. 
ро all of the technology behind it was 
built in four months, from January to 
April 1992, it was released on 
Ë " о May 1992 and the response 
а. was just massive. Like, 
."-". Commander 
Keen's 
sales were a 
joke compared to 
Wolfenstein. That 
first month we sold 
4,000 copies and were doing 
phone interviews, and the 
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local news came over and 
videoed the team. We really 
knew we were onto something - 
this 3D, violent thing is 
huge! [laughs] 


An early game design from 1983 = 5 ДД 
by a 15-year-old John Romero. 
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It's pretty crazy. I guess it kind of goes 
to show that we were extremely intense 
in our efforts to make that game, and 
that intensity carried on for a year and 


a halt. That was 50 per cent longer 

than we'd ever spent making a game 
before. It was very hard, working in 
the same room every day, seven days a 
week, and when the game came out, half 
the company left. Even towards the end 
of the game, American McGee didn't even 
show up for work for the last month because 
he was just broken. Everybody was just 
done, and I was done too. The only 


Quake revolutionised the world 
of 3D gaming, but shattered id 
Software in the process. 
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friendship that got affected by that was 
between Carmack and myself. Everyone 
else, were all still friends, and whatever 
happened in the past is all forgiven, and I'd 
work with any of them again in ст instant. 
Quatke did not burn bridges between 
people other than between John and myselt. 
Other than that, everyone else has gotten 
along pretty well. 


In 1995, when I wasn't working directly 

on Quake, and John was working really 
hard on it, I was busy with all the other 
stuff in the company. Heretic had just come 
out, and I was dealing with that, as well 
as the development of Hexen with Raven. 
There was also the re-release of Doom to 
retail, the amount of things going on was 
huge, and I was the only one doing these 
things, and I think John didn't feel like I 
put enough into Quake. I was building 

the level editor with John so that all of the 
level designers could build levels, and I 
kind of waited until the engine was ready 
to make the game. It took about a year 

to get to that point, and so I think that he 
was mad because I wasn't on the game 
like he was on the game. I think that upset 







1992's Wolfenstein 3D was as fun 
as it was politically incorrect. It's okay 
to shoot Nazis, right? Right? 


him, and it could have gotten fixed if we 
had reorganised the company into an 
engine development team and a game 
development team. If we could have carried 
on making games in the Doom engine and 
then when the Quake engine was ready 
switched over to that, that would have been 
an optimal strategy for the company, but we 
did not really analyse 

the problem back then. All we really knew 
was how to work on the game together. 
Looking back, I believe that was a mistake. 





Oh, Doom, definitely. It was so much fun 

to make. We were hitting on all cylinders 
and it just was the perfect game at the right 
time, and the right team working on it. It just 
all worked perfectly, and even though we 
worked really hard making it, it was 

the most fun hard work ever. 
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Resident Evil is arguably one of Capcom's biggest franchises, 
establishing survival horror as a legitimate genre by 
combining thrilling scares with tense action 
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THE RETRO GUIDE ТО... 


WHILE CAPCOM'S 
SUPERB game didn't 
really create the survival 


since it was first created in 1996 i 
and has gone on to become one 
of Capcom's most successful ! 
horror genre, despite arguments franchises, selling over 60 million  : 
made by those who love the units. With the recent release of 
series, it's arguably responsible Resident Evil HD and the incoming ! 
for creating many of the tropes episodic release of Hevelations 2  : 
that gamers associate with it. The we felt it was the perfect time to 


franchise itself has gone through revisit the popular series. Prepare ! 





some interesting twists and turns to enter survival horror... 











' | Leon S Kennedy. Set two months after the events of the first game, 
Capcom's sequel further establishes the convoluted plot that the 
series would become famous for, but greatly ramps up virtually 
every aspect of the game. The locations are larger, with the vast 
majority of the game taking place in Raccoon City's police station, 

ı | while the visuals are greatly improved, matched by a simply 

' | stunning soundtrack. 

Resident Evil 2 focuses on two characters, Leon 5 Kennedy and 

' | Claire Redfield and is spread across two discs. Interestingly, while 
both scenarios are often set in the same locations, their puzzles 

‚| and storylines change dramatically, greatly adding to the filmic 

‚ | atmosphere that director Hideki Kamiya wanted to create. Hesident 
Evil 2 also introduced support characters, including the infamous 

г | Ada Wong, who appear at certain points of the adventure and 

are occasionally playable. It's also memorable for being the first 
game in the series to give you visual clues to your character's 

‚| current health status: handy, as it's not an easy game. Interestingly, 
Capcom's sequel started off as a completely different game, which 
' | was scrapped a good way into its development when producer 
Shinji Mikami decided it was too boring. 














RESIDENT EVIL | 
ARIOUS : RESIDENT EVIL 3: 


Capcom's Resident Evil not only introduced some of the franchise's 
most memorable characters — Chris Redfield, Jill Valentine and Albert | NEME SIS 
Wesker - but also cemented many of the mechanics that would become : | JARIOUS 


integral to the series for years to come. Tank-like controls, hilariously silly : g Some consider Nemesis to be 
dialogue, careful item management, limited resources, A-to-B puzzles | something of a back step for the 
and tense pacing all combined to deliver a satisfyingly mature game | series, but it introduced many 
that really helped Sony's console stand apart from the crowd. : key mechanics, most notably the 
The pre-rendered visuals created a creepily atmospheric vibe that | incredibly useful 180-degree turn 
made exploring the Spencer mansion a terrifying experience. It's an ' and a handy dodge attack. Both 
expertly crafted game from Shinji Mikami, who had previously cut his ! new moves are particularly useful 
teeth on various child friendly fare including Aladdin and Goof Troop. аз you'll need as much agility 
Resident Evil (or Biohazard as it was known in Japan) arguably saw Ше : as you can muster in order to 
up-and-coming director grow up and the genre grew up right beside him. ' deflect the continual assaults of 


| the Nemesis of the title, a huge 
bio-mechanically created creature 
ı that comes equipped with a rocket 


RE SIDENT EVIL: | launcher, absorbs bullets like а 
DIRECTOR'S CUT ' cheap sponge and continually 


‚ chases Jill Valentine (the only 
| Тдустдттс)! ‚ selectable character) during key 
=== ‚ points of Ше game. 








There are actually two versions : Yes it’s more linear than the 
of Director's Cut — one that | previous games, but the assaults 
supports DualShock and one | of Nemesis, the ability to craft 
that doesnt. The game itself is ! ammunition and being able to 
a solid update of the original | use oil drums to create explosive 
featuring a new Beginner's mode, : damage to nearby enemies makes 
as well as an Arranged version, | Ше game far more action-packed 
which featured a new location |! as a result. Oh, and it introduces 
for key items, new clothes for ' the mini-game ‘The Mercenaries – 


each character and a much more ! Operation: Mad Jackal’. 
powerful gun. 
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RESIDENT EVIL SURVIVOR 


Survivor was Capcom's first spin-off from the main games and it's 
not a good one. Unlike previous titles it's essentially a lightgun game, 
but one where you have free movement. Things get slightly easier when 
using a lightgun, but it remains a fiddly experience due to the clunky 
controls. It's a pity the gameplay is so laborious, as Survivor actually 
makes a good attempt at transferring the Resi universe into a first-person 
world. Interestingly, the US version of the game lacks lightgun support, 
meaning you'll have to rely on the piggish joypad controls. 





You’ ve obtained 














RESIDENT EVIL: CODE: VERONICA 





Code: Veronica never seems to get the love it deserves, possibly 
because it was the first Resi game to not originally appear on a Sony 
console. It's the first game in the series to use 3D backgrounds and a 
movable camera and occasionally switches to first-person when using 
certain weapons. While mechanically it's very much business as usual, 
the ability to pick up and use herbs when your inventory is full does 
make a huge difference, particularly as Code: Veronica is quite a tough 
Resident Evil game. Like Resident Evil 2 it takes place across numerous 
locations and features extras once the game is completed. In this case 
it's the rather enjoyable Battle Game, which feels like an early precursor 
to the excellent Mercenaries mode of Resident Evil 4. 





RESIDENT EVIL REMAKE 2002 














| RESIDENT EVIL 
AIDEN 


Gaiden was predominantly 
created by British developer M2, 
making it the first title in the series 
to be created outside Japan. It's also 
nowhere near as bad as reports 
suggest, thanks to a huge tanker 
to explore, Barry Burton getting 
some much needed limelight as 
one of the main characters, and a 
slick combat system that switches 
to first-person whenever the player 
engages zombies. Yes it was never 
going to capture the atmosphere of 
the PlayStation original, but Gaiden 
remains a resoundingly solid 
adventure game. 


RESIDENT EVIL: 
Sd hE VERONICA 


Despite the controversy of Code: 
Veronica's Dreamcast release, it 
wasn't long before the PS2 got its 
own version. It's largely the same 
game, with slightly improved 
visuals and additional cutscenes 
that focus on the increasing 
popularity of Albert Wesker. It also 
features an additional DVD called 
Wesker' s Report, which delves 
deeper into the shady character. It 
received a HD re-release in 2011. 








RESIDENT EVIL SURVIVOR 2 CODE: 
VERONICA 


The second Survivor game is a notable improvement, but still lacks 
the sheer visceral thrills of Sega's House Of The Dead series. Based 
on Code: Veronica, players control Claire Redfield or Steve Burnside 
and can use both lightguns and joypads. In addition to featuring two 
unique modes: Dungeon and Arcade, Survivor 2 also introduces partner 
assistance, in the form of a computer-controlled player that will lay down 
cover fire for you. There's also a timer that introduces the Nemesis from 
Resident Evil 3 if players dawdle for too long. 





М When Capcom revealed that its next brace of Resident Evil games, including Resident Evil 
4, would be exclusive to the GameCube there was uproar. Capcom saved face, however, 
with this astonishing update of the original game that remains one of the best remakes of 
recent times. In addition to astonishing visuals, Resident Evil on GameCube is retrofitted 


with many of the later Resi mechanics, including the 180-degree turn and the ability to judge 
a character's health based оп its onscreen actions. 
It includes several new areas that were cut from the original game, equips Jill and Chris 
with handy defensive weapons and introduces the dreaded Crimson Head Zombies — 
extremely fast and dangerous foes that replace those zombies that weren't fully destroyed 
by the player on their first encounter. It was re-released on Wii in 2009, but adds very little 
over the original GameCube release. 
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THE RETRO GUIDE ТО... 


| -— | RESIDENT EVIL | 
| ПРАВИЯ | OUTBREAK | 





Plans for Outbreak had circled 
' around the Capcom offices for a | 
good Буе yeqrs belore the дате 
became a reality. It's an interesting | 
‚ addition to the series, featuring 
online play, a large number of 
' characters (eight, in fact) and five 


| unique scenarios to fight through. | RE SIDE NT EVIL 
| Sadly the ability to play withthree | OUTBREAK FILE 2 


other players was completely | 
stripped from Ше PAL version ofthe | | PLAYSTATION 
game, making for a horrendously | = 
! frustrating experience, аз you Outbreak's sequel is awesome 
often find yourself ill-equipped | because it features zombie 

' to deal with the large number of elephants. Okay, so it s not 

! zombies the game throws at you. ' incredible, but it's a far better 

! Mechanically it's exactly what you'd | structured game than Outbreak 


expect from a Resident Evil game, | thanks to better balance, more 


' but the pacing, carefully placed ; interesting Scenarios and 
ı numerous little tweaks іо Ше 


I | scares and strong boss encounters = 
m > ' are nowhere to be seen. ' gameplay. The original eight 
characters return and this time 


' PAL users got to experience full 
' online play. Despite both games 
having their servers pulled by 

上 Capcom, fans have kept the 
Japanese versions going on 

! private servers. 





RESIDENT EVIL ZERO 


| 
Many don't like Zero, possibly because it has a far more 
insectoid theme than previous games, with zombies taking 
a noticeable backseat to giant scorpions, giant centipedes 
and other creepy crawlies. By far the best feature of Zero is its 
excellent Partner Zapping mechanic that lets the player switch 
between both characters at will. Rebecca Chambers is versatile but 
weak, while prisoner Billy Coen is built like a tank and can use a 
lighter and push heavy objects. Both characters’ abilities must be 
combined together to complete the many puzzles thrown at you, 
making it a unique addition to the series. Originally planned for the 
N64's ill-fated 64DD, it was switched to the N64, before eventually 
resurfacing on the Cube. А lazy Wii port showed up in 2008. 
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The last game in the Survivor series is easily the best, but it still falls 
massively short of the quality found in the main series. It's the first game 
in the series to combine both first-person and third-person views, but 
is still hampered by the same grid-based control system that made 
the earlier games such a pain to control. It certainly looks pretty, with 
impressive visuals and the ability to move and shoot makes it stand 
apart from many of the other games in the series, but it's still a bland 
mishmash of genres. “Е 
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RESIDENT EVIL 4 2005 


ARIOUS 

E Shinji Mikami's sequel is 
quite possibly one of the most 
important games of the last ten 
years. In addition to breathing 
fresh life into the series, it 
reinvented action games 

and the third-person shooter, 


influencing the likes of Gears Of ! 


War and Dead Space. 

Mikami essentially 
redesigned Resident Evil 4 
several times before he settled 
on the cocktail of action and 
horror that appears in the final 
game. Moving the camera 
closer to Leon pulls you into 
the on-screen action, while the 
ability to specifically shot out 
body parts makes managing 
the large crowd of enemies you 


face far tenser. Context-sensitive и 
buttons allow Leon to pull off an ! 


impressive number of moves, 
from roundhousing enemies 

to kicking down ladders and 
stabbing the necks of giants, 
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while the new inventory 
system kept the tedious item 
management of earlier games 
to a bare minimum. 

Resident Evil 4's set pieces 
are still some of the best 
around, while its dynamic 
pacing, sheer variety and tense 
shepherding of Ashley (who 
Leon has been sent to rescue) 
make it stand apart from its 
many peers. It's arguably 
more action than horror, but it 
was just what the series and 
the genre needed. And it still 
managed to pull off a series of 
incredibly gruesome scenes, 
proving that while Mikami 
was content to take the series 
in an exciting new direction, 
he hadn't forgotten what had 
made it so popular in the first 
place. While HD versions of the 
game do exist, we'd argue that 
the enhanced Wii port is the 
definitive version to own. 








RESIDENT EVIL: 
THE UMBRELLA 
CHRONICLES 


This was the logical evolution of the Gun 
Survivor series and it works incredibly 
well. The Umbrella Chronicles is a rather 
enjoyable on-rails shooter that focuses on 
the events found in the first three games 
and Resident Evil Zero. It's possible to look 
around the playing area with the Nunchuk, 
but you're effectively mowing down classic 
enemies as they continually assault you. 
There are a large number of levels to 
unlock and plenty of alternate routes, 
ensuring that The Umbrella Chronicles 
has plenty of replay value. A HD version 
for the PlayStation 3 was released in 2012. 











RESIDENT EVIL 5 





The first Resident Evil game for the then next-gen consoles was a 
long time coming and quite controversial, due to all the racism claims 
that surrounded it upon release. What's interesting about Resident Evil 
о is that it's essentially two different games depending on how you play 
through it. Play on your own and Capcom's game becomes amazingly 
frustrating because newcomer Sheva is utterly useless as a supporting 
character. She constantly stumbles into trouble, easily gets herself 
surrounded by enemies and rarely gives you help when it's needed. 

Play with a second player, however, and the game transforms 
dramatically. It lacks the well-structured pace of 4 of course, and the less 
said about the lousy cover system the better, but it otherwise becomes a 
lot of fun. There's something immensely satisfying about exploring the 
African setting with a friend, while the online version of Mercenaries is 
arguably the best version of the mini-game yet. There's a definite move 
towards all-out action compared to 4 - it's as action-packed as Chris's 
biceps are huge - and the final boss is a disappointment, but it's a solid 
addition to the series. 





RESIDENT EVIL: THE DARKSIDE 
CHRONICLES 


Capcom's second Wii shooter is business as usual, although it offers 
an improved story and enhanced visuals. It chooses to focus on Resident 
Evil 2 and Code: Veronica, but it's more character-orientated than The 
Umbrella Chronicles. A HD version was released on PS3 in 2012. 


Capcom celebrated Resident Evil's 10th anniversary Бу remaking the : 
game for Nintendo's dual-screened portable. In addition to including the  : | 
original game it also features Rebirth mode, which introduces plenty of 
clever touch-based additions that greatly adds to the overall gameplay. · 
Zombie slashing, CPR (by blowing into the mic) and shaking off enemies ! 
all adds to the atmosphere, while the smaller screen also enhances фе | 
creepy vibes of the classic game. Rebirth also includes a couple of mini- ! 
games for up to four players that adds further meat to what is essentially 
yet another remake of the PlayStation original. 
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RESIDENT EVIL 5: GOLD EDITION 


Capcom released several pieces of DLC 
for Resident Evil 5, including Versus, an 
online multiplayer mode, various costumes 
for Mercenaries and two standalone story- 
based adventures, Lost In Nightmares and 
Desperate Escape. Gold Edition combined 
all this together, while also including 
Mercenaries Reunion and PlayStation Move 
support for the PS3 version. 





RESIDENT EVIL: THE MERCENARIES 3D 





Dont buy a second-hand version as it's impossible to wipe saves. 
While the 3D isn't the best, Mercenaries proves to be a solid score attack 
game, even if it brings little new to previous Mercenaries games. Despite 
this it's a fun score attack game with plenty of memorable locations, a 
host of recognisable characters (although Leon S Kennedy is nowhere to 
be seen) and a small selection of brutally tough bosses. The maps are 
well designed while the graphics really show off the power of Nintendo's 
handheld system. 








ESIDENT EVIL: REVELATIONS 


Revelations was one of the first 3DS games to utilise the Circle Pad Pro 
add-on. While it makes a good attempt at recapturing the early horror of 
the PlayStation games, it feels quite budget in places, particularly when 
the player is continually facing the same few enemy skins. 

Like the later Resident Evil 6, Revelations main campaign is split 
between several groups of characters and takes in various locations, 
from a deserted ship in the Mediterranean to an airstrip in the 
mountains. It allows the player to move and shoot, but also introduces 
Metroid Prime-style scanning and the ability to switch between three 
weapons. The dodge move of earlier games returns, while StreetPass 
support is also included. Revelations also introduces "Raid Mode”, an 
excellent new game mode that sees you battling through arranged 
versions of earlier scenarios. 

А HD version was released in 2013 for PS3, Xbox 360, Wii U and РС. 
While it added various bits of new content, it also highlighted the budget- 
like roots of the 305 original. 
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AN INTERVIEW 
WITH YOSHIAKI 
HIRABAYASHI 


Capcom's producer looks back at Ше 


Resident Evil series 


I've worked on five titles — 
Resident Evil 4-6, Resident 
Evil Zero, and the GameCube 
version of Resident Evil. 


I studied computer graphics 
а! college, and was invited Бу 
Capcom to try interviewing 
for a job there, so it was really 
something Ша! І got into 
initially due to Ше situation а! 
Capcom when I joined. That 
was the team I entered and 
I've been involved with the 
series ever since. 


Creating the games is such 

a long process. With that in 
mind, seeing players enjoy 
Ше games after they come 
out is the most satisfying and 
rewarding part of the job, and 
that goes (o) any game, not 
just Resident Evil. 


| I think that the games remain 
popular because they are 
‚ enjoyable — not just as survival 


| horror games, but also through 


| the story, characters and 
‚ other aspects. 


' I think it's a great chance 

' for players to experience the 

| original Hesident Evil title, 

' which is acclaimed by many 

' asa masterpiece, in amazing 
' HD quality. 


' The GameCube version 

‚ of Resident Evil — not just 

|! because it was my first project, 
' but also because I think it was 
' a very well-rounded game and 
‚ a great survival horror title. 


| It's difficult to choose just 

| one, but I would say Ada. Her 
‚ mysterious presence in the 

| stories adds a certain extra 

' something to the Hesident 

' Evil series. 
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RESIDENT EVIL: OPERATION 
RACCOON CITY 








Conceptually, Operation Raccoon City is a great idea, expanding on 
the online mechanics first hinted at in Outbreak. Unfortunately, the game 
itself is something of a mess due to atrociously bad АТ, glitch visuals and 
boring set pieces. Despite its overall shoddiness, gamers loved the idea 
of a SOCOM-styled squad-based shooter and it went on to sell over 
2 million units. 


YOU ARE INFECTED! 
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Spread across four large scenarios and featuring an extremely lengthy campaign 
mode, Resident Evil 6 is a bizarre, bloated triple-A game that tries far too hard. There 
are plenty of great action sequences to be found and the combat is arguably the best 

in the series, but there’s way too much filler, which massively cuts down its enjoyment. 

Like Resident Evil 5, it works far better with a second player, as the computer AI is prone 

À to hinder you as much as it helps. Each scenario is based around a specific character: 

ТҮ Leon 5 Kennedy, Chris Redfield, Jake Muller and Ada Wong and varies greatly in its 

style and pacing, with Leon s being the most accurate to previous games. While Ше 

main game divided critics, it still managed to sell over 5 million copies, meaning 
it's only a matter of time before Resident Evil 7 is officially announced. 


THE ЕСТВО GUIDE ТО... 
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While it's essentially a HD update of the GameCube game, a 
number of new features make it worthy of inclusion here. The new 
widescreen mode does a great job of showing off the original's 
spectacular graphics, while the free movement, makes the game far 
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MOBILE RESIDENT EVIL’ 


E Capcom's franchise has 
appeared оп various mobiles 
with varying degrees of success. 
First up was Resident Evil: The 
Missions, which was released 
in 2003. Confidential Report 
followed in 2005 and was a 
turn-based strategy game - a 
first for the series. Genesis was 
а puzzle дате Ша! appeared 
in 2008 and received a sequel, 


“THERE ARE PLENTY OF GREAT № Uprising, а couple of years later. 
ACTION SEQUENCES TO BE FOUND | 

AND THE COMBAT IS ARGUABLY 

THE BEST IN THE SERIES“ 
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There have been social games 
in the form of 2011's Outbreak 
Survive, and shooters in Ше 
form of Assault The Nightmare 
and Zombie Buster. The most 
successful offerings have been 
on iOS however, and include 
cut-down versions of Resident 
Evil 4 and Mercenaries. There's 
also Degeneration and Afterlife, 
which are based on their 
respective movies. 
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RESIDENT EVIL: REVELATIONS 2 
VARIOUS 


While Revelations 2 is still under wraps we do know a few things 
about it. Barry Burton returns as a playable character, it will support 
co-operative gameplay and will be in episodic form, spread across 
four parts and introduces Barry's daughter, Moira. Here's hoping it 
can capture the atmosphere of the earlier games and not repeat the 
overblown pyrotechnics of Resident Evil 6. 
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How three unique 
Resident Evil games 
could forever change 
the face of an 


enduring franchise 


apcom. It's a name and а brand that 
almost always represents top-quality 
videogames. Wherever that familiar 
blue-and-yellow logo is found ona | 
loading screen a good time is almost always T | 
guaranteed. But that doesn't necessarily m | E | 
mean that the 26-year-old development giant h ++ 
is without fault. ` 
Since its first arcade game right up to the 
present day, one of the biggest criticisms 
of Capcom is that it is often all too ready to 
rehash a successful formula to make a quick 
puck. Its debut game, 1942, was followed 
by 1943 and several other vertical-scrolling 
shooters, which did very little to advance the 
genre but were easy ways for Capcom to 
create another revenue stream with relatively 
little effort. That trend continued with Final 
Fight and its many clones, as well as the 
countless sequels and spin-offs to Street 
Fighter ІІ. And who could blame them? Every 
single revision may have been incredibly 
generic but they were also some of the finest 
arcade games around despite their lack of 
originality. Gamers were happy to insert credit 
after credit into the latest 2D beat- em-up ог 
shooter and Capcom was happy to take that 
money safe in the knowledge that, as long as 
и kept coming the developer could continue 
this risk-free approach. 
As the interests of gamers shifted from 
the arcades to consoles around the mid- 
Nineties, Capcom went through a brief 
transitional period while it adjusted to the new > 
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Many of the series’ more memorable bosses are set to retrum in Umbrella 
Chronicles although only the snake from the first game has been revealed to date. 





At this moment in time, it’s difficult to know 





technologies and changing market values, 
but its penchant for exploiting successful 
formulas remained. The original Resident 
Evil released in 1996, was a huge change 
of direction for Capcom but, at 2.75 
million sales worldwide, it was the perfect 
candidate for the developer's regurgitation 
machine. And so the whole cycle started 
over again. Four major sequels followed 
between 1998 and 2003: Resident Evil 

2, 3, Code: Veronica and Zero. Each 

one featured only minor changes to the 
formula, such as multiple characters or 
realtime backgrounds, but each was 
basically the same 

game spun with a new 

story. New franchises 

were even spawned 

trom the series. Dino 

Crisis, Onimusha and 

Devil May Cry were all 

famously built on tweaked versions of the 
Resident Evil engine. 


When Resident Evil 4 finally made its 
GameCube debut in 2005, after several 
years in development, it came as quite a 
shock to find that Capcom had made the 
effort to almost completely reinvent the 
Resident Evil formula from the ground 

up. There had been deviations from the 
classic gameplay before, of course, most 
notably in the lightgun game Resident 
Evil: Survivor and online co-op adventure 
Resident Evil: Outbreak, but each of these 
had come across as either cynical cash-ins 
or failed. experiments. Resident Evil 4, on 
the other hand, felt more like a concerted 
effort to.reboot the series. Capcom had 
clearly spent many months re-evaluating 
the franchise, Jooking at which of.its 
ageing game mechanics had become 





stale and weeding them out accordingly. 
The end result was the greatest Resident 
Evil game in years but also completely 
different in both story and gameplay. 

The game soon became the benchmark 
for how to reinvigorate a franchise in 
the eyes of the industry and the gaming 
public but it raised questions of what 
was to happen next. Knowing Capcom's 
track record, it seemed inevitable that any 
sequel would now latch on to exactly what 
was successful about Resident Evil 4 and 
simply present the same gameplay once 
more except with a different location and 


main character. It's almost an impossible 
outcome to predict and probably quite 

a difficult business decision for Capcom 

to make. After all, there are probably 
thousands, if not millions of people who 
would be perfectly happy for Resident 
Evil 5 to follow the ‘if it ain't broke’ rule of 
sequel design. There are others, however, 
who may be hoping that Capcom has 
learnt from its previous mistakes and won't 
allow the franchise to grow stale yet again. 





whether Capcom's business ethic falls 
closer to original projects or more of the 
same. Recent original projects like Okami 
and God Hand have been such staggering 
failures that they lead to the closure of 
their parent studio, while others like Dead 
Rising and Lost Planet have had quite the 
opposite reception but will almost inevitably 
be followed by sequels or at least have 
their engines re-used. 

Shinji Mikami's departure from Capcom 
also raises questions about the future 
of the series. The veteran designer was 
responsible for the very first Resident Evil 
and was instrumental in turning Resident 
Evil 4 into the game we know today. Now 
a member of Seeds, the development 
studio set up by ex-Clover staff, Mikami's 
expertise will no longer be at the disposal 


of the Resident Evil teams. It's encouraging 
to see that Mikami leaves two excellent 
teams in his wake, however. 


Resident Evil 5 is to be produced by 
Jun Takeuchi, the director of Onimusha and 
producer of Lost Planet, along with a team 
of developers picked from the Resident 
Evil and Resident Evil 4 teams. The project 
will also be overseen by Dead Rising’s Кей 
Inafune. The two Nintendo-exclusive titles, 
Resident Evil 4 Wii Edition and Resident 
Evil: Umbrella Chronicles, meanwhile, 
will be produced by Masachika Kawata, 
who previously worked on Dino Crisis 3 
and Resident Evil 4. Umbrella Chronicles' 
development team is made up of the 
remaining staff from Clover Studio who did 
not move to Seeds. 

With such a broad range of talents now 
spread across the Resident Evil teams, 








Resident Evil 55 setting looks friendlier than previous 
iterations but is bound to harbour the odd dark secret or two. 
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each with expertise in all different styles 
of action games, the potential to create 
a trio of inventive and eclectic sequels 
is definitely there. And that potential is 
already beginning to show signs of fruition. 
Each of the upcoming Resident Evil 
games represents a very different possible 
future for the series: one where the power 
of the hardware refines both the action 
and the horror, one where the controls 
can breathe new life into an old game and 
one where a complete overhaul of the 
game design itself transforms the genre 
into а whole new experience. Each 15 as 
viable a future as the other and would be 
an exciting prospect alone. Together they 
stand to satiate all possible player desires 
for the franchise and, depending on how 
many units they sell, will determine the 
evolution of the series for years to come. 
The most radical departure from the 
Resident Evil franchise is undoubtedly 
Umbrella Chronicles. At first glance this 
Wirexclusive release appears to be a 
case of yet another Resident Evil lightgun 
game in the same vein as Gun Survivor 
and Dead Aim but it's actually much 
closer to the main series of games in 
terms of both story and structure. More 
akin to an on-rails FPS than an arcade 
lightgun game, Umbrella Chronicles blends 
point-and-shoot elements with classic 
adventure features. Key to its differences 
is the length of the game and the fact 
that the player will have to do more than 
just blow the head clean off a zombie's 
shoulders to progress. Unlike a traditional 





lightgun game, Umbrella Chronicles will TN 
. ET I 4 
take around 15 to 20 hours of gameplay Early reviews in the Japanese press suggest that the controls in Resident Evil 4 | /e Un а 15 > 
to complete and will need to have much Wii Edition improve on the original game by a considerable amount. Very promising. те: ds of 
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more depth than the average blast-em-up 
to sustain that run time. 

One of the ways that Kawata and team 
have achieved this is by incorporating the 
Wii's nunchuk controller into the action, 
giving players the ability to look in any 
direction as the on-rails system carries 
them through the game. The idea is that 
enemies could theoretically attack from all 
angles, requiring the player to seek them 
out by looking in the right direction and 
prioritising attacks accordingly. Capcom 
has also-confirmed that the backgrounds 
will feature a high level of interactivity. Not 
only will the player be able to pick up new 
weapons {Па happen to be lying around 
by pointing and clicking, but also certain 
elements of the scenery will have unique 
reactions when shot at. 


Click on a door, for example, and 

it may lead to a secret, previously 
unexplored location. An early demo of 
the game, meanwhile, reveals that it 15 
possible to shoot the chandelier in the 
lobby of the mansion and send it crashing 
down on to the zombies below. For a 
series that has traditionally used pre- 
rendered backgrounds, this introduction of 
fully destructible, interactive background 
elements is quite a radical addition that 
further moves the game style into the 
realms of pure action and bodes well for 
future games. 

What's also quite unusual about 
Umbrella Chronicles is the fact that it is a 
first-person game at all. Capcom's 1997 
publication The True Story Behind Resident 
Evil reveals that the original PlayStation 
game was originally intended to be a first- 
person shooter until Capcom decided that 
the perspective was not suitably scary 


for the genre. Since that time, a handful 
of titles such as the American-developed 
Condemned: Criminal Origins have proved 
that horror games can most definitely 
work in the first person. It's unclear if 
such titles have had a direct influence on 
Capcom, of course, but it's encouraging 
to know that the developer is willing to 
re-evaluate its design ethics and consider 
fundamental changes, that it might once 
have dismissed, if they are appropriate to 
the changing direction of the series. 

Its foolish to assume that Capcom 
will ever fully embrace the first-person 


perspective for the rest of the Resident 
Evil series, of course. The long-running 
franchise is far too entrenched in third- 
person mechanics to undergo that kind 

of change now. But it is also reasonable 
to assume that the two Wii games will 
feature new gameplay elements that may 
find their way into the main series if they 
prove popular with fans. 

The destructible environments of 
Umbrella Chronicles are a good example of 
this but what of the controls? The pinpoint 
precision aiming offered by the Wii remote 
works perfectly in the context of an action 
shooting game so it should hardly come 
as a shock that the controller has been put 
to similar use in the upcoming Resident 
Evil 4 Wii Edition. The original Resident 
Evil 4 was praised for its arcade-quality 
gameplay. Moving the camera permanently 
behind the player for the first time in the 
series allowed for the artillery action to 
become the focal point of the game. And 
by replacing the staple zombie enemies 
with a sentient civilian threat, those 
adversaries now moved much quicker than 
ever before, making accuracy and quick 
reactions paramount to survival. It's highly 
likely that the incorporation of Wii controls 
into Resident Evil 4 will address that need 
even more, and in the process, making 
one of the greatest games of the last 
generation one of the best of this era too. 


The suitability of its controls almost 
seem proven before the game has even 
been released; what seems less certain 

is what that suitability will mean for the 
series as a whole. As long as Resident 
Evil remains a multiformat series, we 

will never see a universal adoption of the 
motion controls across the entire franchise 


but it is conceivable that we could see 
Resident Evil 6 as a Wii exclusive. That 
possible future depends on two things: the 
profitability of such an endeavour and the 
creative urges of the designers at Capcom. 
The former may seem the most unlikely 
but with Wii consoles selling faster than 
Nintendo can make them, and mammoth 
publishers like Square Enix shifting their 
biggest franchises, like Dragon Quest IX, to 
previously overlooked consoles, the option 
starts to look a little more realistic. 

As games™'s interview with Masachika 
Kawata reveals however, Capcom's vision 






Ei A brief rundown of the Resident | 
Evil 4 prototypes that never made it 
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THE ONES THAT GOT AWAY 


A hint that zombies will return to 
the series or just a red herring? 





of the future of the Resident Evil series 
currently appears to be lead by advances 

in processing power rather than controller 
innovations. As such, the direction the 
series is likely to follow will almost certainly 
be dictated by Resident Evil 5. The 
PlayStation 3/Xbox 360 title is tentatively 
scheduled for a 2008 release and is 
purported to continue the story threads last 
seen in Resident Evil Code: Veronica. 


The gameplay, however, will 
definitely be modelled on the system 
introduced in Resident Evil 4, with a few 
differences. The biggest of these is the 
effect that temperature will have on the 
main character. During an interview with 
Japanese magazine Famitsu Xbox 360, 
Capcom revealed that staying in the sun 
too long would cause the main character 
to hallucinate, making it difficult to separate 
reality from illusion, which will affect his 
aim. Staying cool by staying in the shade 
will, therefore, be integral to the way 
Resident Evil 5 plays and should provide 
a lot more scares as zombies and other 
undead creatures lurk in the shadows. 
Each of these elements - the dynamics 
of light and shadow, visual illusions and 
gruesome scares — will all be made more 
effective with the raw grunt of a powerful 
piece of hardware behind them, making 
the prospect of Resident Evil 5 ever 
appearing on the Wii close to impossible. 

If the immediate future of Resident 
Evil does indeed lie with the engine 
built around Resident Evil 4, then it 
does create cause for concern as 
Capcom falls back into its old 
habit of milking a gameplay 
system until it runs 
dry. But then, that's 
probably not 


FEATURE | 


such a bad thing as long as those games 
are still fun to play. If anything, despite 
the lazy re-use of game engines and 
gameplay styles, Capcom's track record 
for quality production has generally been 
committed to excellence, at least where 
Resident Evil is concerned. The developer 
has never been afraid to scrap a game 
and start again — as evidenced during the 
production of Resident Evil 2 and Resident 
Evil 4 — and has even been known to can 
a game completely if it doesn't come up 
to standard, as with the Game Boy Color 
remake of the original Resident Evil. 

The developer's commitment and 
faith in its own game design is not to 
be questioned but then, as a publisher 
Capcom is also notorious for making cold, 
ruthless business decisions irrespective 
of any artistic integrity. Despite fulfilling 
its mission to develop imaginative games 
and produce new IPs, Clover Studio was 
dissolved only two years after being 
founded, purely because its games 
failed to sell in huge numbers. And while 
games"" is not about to suggest that 
Resident Evil 5 will be anything less than 
a smash hit, the possibility remains that if 
the Wii games somehow manage to sell 
more then we could be seeing a whole 
new type of survival-horror in the future. 

For the time being, however, what 
we have is three very different Resident 
Evil games that are all shaping up to be 
excellent additions to the phenomenal 
franchise. And each is advancing the genre 
In its own unique way. Assuming that 
we all own a Wii and one other 
console, now is definitely the (^ 
time to be a Resident Evil fan. Y 
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ES 4 looking to restore the ideas that defined the franchise during its earlier instalments. ~ 
"* Producer Masachika Kawata tells us how he can save survival-horror... 


4 it Evil's roots 


While Resident Evil 6 continues the series’ action-centric evolution, воно 
department at Capcom, responsible for Resident Evil: Revelations оп 30$ 
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couple of months ago, 
Dan Pinchbeck of Dear 
Esther and Amnesia: A 
Machine For Pigs developer 
thechineseroom made the 
bold claim that survival- 
horror is dead, and that 

we still label Resident Evil 
as such out of “habit”. 

It’s a harsh yet accurate assessment 
of a series than has undoubtedly 
been on an action-oriented 
trajectory since the revolutionary 
Resident Evil 4. Expanding on 

that reworking of the series’ DNA, 
RE5 bombarded the player with 

so many firearms and autosaves 
that the ‘survival’ part of the genre 
was systematically removed; it was 
primarily a third-person shooter, 
with the remnants of Resident Evil 
1-3 present in the control scheme, 
story and universe, but little else. 
This October’s Resident Evil 6, 
which sees the world reeling from 
a global outbreak, again strays 
further away from the survival- 
horror struggle that we associate 
with earlier games. It is arguably 

a necessary commercial transition, 
and one that yields its own 
creatively healthy results - but it 
certainly might not be the only way 
that Capcom envisions Resident 
Evil’s future. 
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R evelations is an uneasy mix 
of old and new directions for 
the franchise Кега ле on 
Á. however, could produce 
satisfying results for long- 

time fans. 
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PRODUCER MASACHIKA KAWATA 


There is one team within Capcom 
that wants to preserve the former 
paradigm of Resident Evil design. 
Led by producer Masachika Kawata, 
the first by-product of his attempt 
to revive traditional survival- 
horror while making concessions 
to modern gaming was this year’s 
Resident Evil: Revelations on 
the 3DS, an only half-successful 
attempt to hybridise these design 
philosophies. Despite 
Revelations’ ill- 
conceived episodic 

structure, Kawata 
and company did 
successfully update 


The amazing reception of 
the GameCubes R esident 
Evil remake suggested . 
that fans werent tired of 
the formula = just that 
the formula needed to be 


re-evaluated. 


the core mechanics of earlier 
instalments, a pleasing result for 
anyone alienated by Capcom’s 
recent action-savvy Resi games. 
They now have the groundwork to 
expand on that approach. 

“Our thought, from a marketing 
perspective, was that we could 
establish a different way to go 
about things,” Kawata tells us. “For 
instance, you've probably seen 
the trailer for Resident Evil 6, and 
that’s Ше way that 1Р1 Бе. You have 
the numbered games playing one 
way, Revelations having adventure 
elements, and Operation Raccoon 
City serving another market with 
third-person shooter elements.” 

Think of it as almost two 
concurrently-running Resident Evil 
strands, then: the mainline Resi 
series adapting to what Capcom 
considers to be changing times, 
and a sequence of alternative titles 






overseen by Kawata and his team 
that have a more retro fit. It’s a way 
to satisfy two increasingly different 
markets. There are gamers who 
miss being challenged on a number 
of levels by Resi – and Kawata 
appears to be conscious of this. “I 
think survival-horror is this thing 
where you have very limited ammo, 
so the goal of the game is not to 
simply take your enemies down, but 
to survive. To figure out on your 
own how to survive, and what you 
need to do.” 

The producer feels that 
Revelations reflected a number of 
innovative attempts at implementing 
this. “A couple of new approaches 
that I thought worked really well for 
Revelations was that fact that you 
could evade enemies, and that you 
didn’t necessarily have to kill them,” 
Kawata says. “Also that you could 
use the bio-scanner, the Genesis, to 
scan enemies and get health items 
that you normally wouldn’t be able 
to get. I think what’s really the 
most important thing for survival- 
horror is that you create this kind 
of gameplay where you keep the 
player’s motivation for playing 
the game. In order to progress, 
they have to clear this really tough 
hurdle, and they want to do that 
and see what happens next. I 
personally think we succeeded 
with that in Revelations because 
we implemented this surreal drama 
type of format. Right at the end of 
the mission, something happens, 
and you think, ‘Okay, what’s going 
to happen in the next mission?’ It 
works very well, I think.” 


A 
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п some ways, 
Revelations worked 
in bringing classic 
Resident Evil 

mechanics up to date. Prior 

to RE4’s release, there was a 

growing sense among critics and 
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Kawata and Mikami prepare 
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"A 


game from Mikami's new studio, 
Tango Gameworks, and will be 

a *true survival-horror game" 
according to Mikami. “Tve found 
my focus and once again I'm 
striving for pure survival-horror," 
he said during the announcement. 
Could the codename 7 Zwei being 


t eir rec urn Lo su the German word for two - suggest 


Just as games™ went to print, 
rumours began 10 surface about 
Masachika Kawata’s next attempt 
to revive the classic survival-horror 
tropes of Resident Evil within a 
new title. Dubbed Resident Evil 
Degeneration-Damnation-Downfall 
on a since-removed online news 
story, the 305 cartridge is believed 
to house the two CG movies - 
Degeneration and Damnation - with 
the third component, Downfall, 
being the game itself. Allegedly set 


ES 
a 


* between Resident Evils 5 and 6, 


that Mikami sees his game as some 
sort of spiritual sequel to Resident 
Evil? Mikami suggests We shouldn't 
read too much into it. But we just 
can't help ourselves. 


and starring Chris Redfield, the 
game will almost certainly depict 
the traumatic life-changing events 
that the plot of REG refers back to. 
Expect the handheld title to further 
merge action and survival-horror 
elements, and hopefully improve 
on some of the quality issues 

in Revelations. Meanwhile, the 
godfather of Resident Evil, Shinji 
Mikami, is busy prepping his own 
survival-horror game. Codenamed 
Project Zwei (pictured) it's the first 
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IN GENR 


How Ше Resi series 
spread its wings from 


survival-horror 


LIGHT GUN 


2000 Resident 

Evil; Survivor 

№ This early spin-off proved 
unpopular, despite the 
concessions of direct control 
and multiple routes. 


2002 Resident Evil Code: 
Veronica Survivor 2 


Ш Sloppy controls ruined any 
attempt to make this feel like 
classic Resi, as did relegating the 
plot to a dream sequence. 





2003 Resident Evil: 
Dead Aim 


№ Improved aiming made this 
better than the previous games, but 


it was still both a poor Resident Evil № 


and a poor light gun game. 


2007 ResidentEvil: 
я Umbrella Chronicles 


Bil The survival-horror pace, 
canonical story and decent 
mechanics made this the best light 
gun game in the series. 


2009 Resident Evil: 
Darkside Chronicles 
E The sequel to Umbrella 
Chronicles balanced out its 
difficulty and won over the 






SURVIVAL 


1996 Resident Evil 


№ Survival-horror took 


~ shape with this compelling 


mix of adventuring, resource 


IBS management and shocks. 


| 1999 Resident Evil 2 


` É Ш lt had bigger set-pieces and 
2 a Hollywood pace, but Resident 


PlayStation 


mum X 7 


w e ТЕ e 


x | RESIDENT EVIL me N 
| - м | Evil Gaiden 
E Not a great game by any 
means, but Gaiden did at least 
. throttle resources to maintain 
that against-the-odds feeling. 


GAIDE 
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Evil 2 was still a survival-horror 
game at its heart. 


1999 Resident Evil 3 


Ш Resident Evil 3's addition 
of action moves and more 
weaponry de-emphasised the 
survival aspect of play. 


2000 Resident Evil: 
Code Veronica 


№ Developed at the same time as 


‚ Resi 3, and by a different team, 


Code Veronica felt much more like 
a sequel to Resident Evil 2. 


2001 Resident 


2002 Resident Evil 
(Remake)/ Resident Evil 0 


Ш Juggling two characters at once 
was a nice twist on Resident Evil's 
formula, but the classic structure 
was beginning to creak by now. 


MULTIPLAYER 


2010 Resident Evil 5: 
Lost In Nightmares 


№ This post-launch DLC adopted a 
familiar setting and pace to create 
survival-horror tension within 
RE5's, action template. 


2012 Resident 
Evil: Revelations 


8 Ш Kawata's mix of action 
and survival-horror tropes 
was а bold idea, but the 
execution failed to excite. 








2003 Resident Evil 
Outbreak 


№ This early attempt to take 
Resident Evil online was ruined 
when the online component was 
removed from the PAL version. 


2004 Resident Evil: 
Outbreak - File #2 


Il With proper online play, this 
sequel showed that survival-horror 
could be given a twist. But the lack 
of.good characters let it down. 


2009 
» Resident Evil 5 


і B Online co-op made this action 
sequel shine, while multiplayer 
& Mercenaries mode gave it 


incredible longevity. 


2011 Resident Evil: 
The Mercenaries 3D 


lll RE's score attack mode 
lost much of its appeal when 
this full game expanded the 
structure unneccesarily. 


2012 Operation 
Raccoon City 


E This SOCOM-alike felt nothing 
like a real Resident Evil game, and 
was a boring squad shooter too. A 
low point for the series. 


2004 
ResidentEvil 4 


Ш Moving away from the classic 
formula was a big risk but it totally 
paid off with one of the greatest 
action games ever made. 





2009 


№ Resident Evil5 
i № More of the same kept the 


action exciting, but RE5 lacked the 


& originality that made Resident Evil 


4 such a revelation. 


2010 Resident Evil 5: 
Desperate Escape 


E RE5's other DLC went for 
action instead of survival-horror, 
pleasing both audiences without 
compromising either content. 


2012 
Resident Evil 6 


Ш Undoubtedly more of an action 
game than ever, RE6 looks to 
please fans by reviving zombies 
and a classic atmosphere and pace. 


Resident Е vil 3 was aded 


[ог being formulaic upon 


release, ya t dill contains 
some of the series drongedt 
individual moments, 





fans that the games had 
hit the ceiling in terms of 
what traditional survival- 
horror could do, running 
aground with Zero in 
particular - but some of 
those ideas that made 
the games scary are 
certainly due a rethink. 
For Kawata with Revelations, 
part of that came in the form 
of utilising adventure elements 
effectively. “I kind of consider 
adventure to be this thing where 
the player is finding out who they 
are, what they are, and where they 
are, on their own,” he explains. “So 
I think those elements work really 
well with survival-horror gameplay. 
In Revelations, for example, there’s 
an instance where Jill [Valentine] 
gets on the boat and ends up 
passing out. When she wakes up, 
she has no weapons at all, just a 
knife or something. I personally 
think it’s this kind of gameplay - 
where you start from nothing 

and you have to explore, find 

more weapons, find out what’s 
going on... I think this kind of 
adventure gameplay is what 
survival-horror is.” 


4A» 
чу 


at’s perhaps 

the primary 

casualty within 

the series’ recent 

evolution - that 
sense of environment, 
which was always elevated 
by the complex nature of 
exploration in earlier titles, 
has been replaced by set 
piece-driven spectacle. 
That functions marvellously well 
in the fourth and fifth games, 
but on some level Resi now lacks № 
that sense of the setting being 
a labyrinthine puzzle in itself, 
like the Spencer Mansion or the 3 
Raccoon City Police Station, which 
were crafted deliberately so to 
provoke tension in the player. That 
kind of atmosphere is lost when 
уоште always shuttling forward 
through different backdrops at a 
rapid pace, a la Resident Evil 5. 

The struggle for Kawata and 

his team, then, will be in finding 
ways to reinvent Resident Evil in 
this classic image while finding 
new ways to keep it relevant. 













Presentation will have a lot to do 
with it. If we consider the visual 
direction of the GameCube’s 
Resident Evil remake, presenting 
what had become the series’ 
trademarks through an updated 
lens was essential to making it feel 
surprising to the player once again 
- Kawata’s team is presented with 
the opportunity to try something 
totally different to put the fear in 
players, and visuals will similarly 
be a key part of that. “As for why 
graphics are so important in 
survival-horror games, I think one 
of the most fun things about this 
genre is fighting against things you 
can’t really see or understand at 
first,” Kawata tells us. “So I think 
it’s really important that you’re 


able to realistically depict 
these situations where you 
can’t see around the corner, 
and that it looks believable.” 
It’s a strange phenomenon 
that true survival-horror 
has stagnated over the past 
decade, when the improved 
audiovisual capabilities of 
current hardware enables so 
many more possibilities to scare 
players compared to the genre’s 
PSone heyday. 

Kawata sees the creative 
potential of current technology, but 
working within time constraints on 
Revelations seemed to be holding 
back some of his more nuanced 
ideas. “What I’m personally really 
interested in is sound mixing,” he 
says. “The sound staff are always 
working their butts off to deliver 
the best they possibly can, but I 
think we can still make it more 
realistic. With Revelation’s goo 
creatures, for instance, wouldn't it 
be cool if you could hear the water 
dripping off them as they walked, 
or whatever kind of substance that 
is? Part of that is time limitations, 
and we only have so much time we 
can work on this game before we 


№ C 





have to get it out of Ше door. But 
that kind of realistic sound is what 
I would like to go for.” 

He cites the chainsaw in 
Resident Evil 4 as one example 
where that sort of touch was 
particularly unsettling. “That 
was always really scary. I think 
it would be great if we could add 
more of these individual aspects 
and small details that would really 
bring out Ше atmosphere." 


PUN 
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econciling 

some of the 

more outdated 

gameplay 

mechanics is 
an obstacle that Capcom 
also has to deal with, 
however. While the controls felt 
contemporised for Revelations, 
other aspects of the interface felt 
archaic, especially the inventory 
system. “I think there’s a lot we 
still need to improve in survival- 
horror, but just to give you 
an example, let’s say weapon 
management,” Kawata says. “I ' 
think part of it is hardware specs 


~~ 





* | Де sound staff are always 
working their butts off to 
deliver the best they possibly 
can, but | think ‘we càn:stil! 


make il more realistic” 



















Remaking another older Resi 
game would illustrate how 
timeless some of those ideas 
are — R esident Evil 2 would 
surely be a prime candidate 

for this 
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and memory limitations, but 

I think there's a better way to 

Manage your weapon inventory, 

customisation, and so forth. In 

Revelations, for instance, you 

had to run to the crate every time 

you wanted to switch or upgrade 

your weapons: I don’t think we 

should make it possible to let 

players do that any place, or any 

time, but I think there's a better 
way than making them 

; n run back to Ша! crate 

Тр every time. From а 

| memory perspective and 

E gameplay perspective, I 

think the way inventory 

management worked 

in Resident Evil 4 was 

really cool.” 

Whether it’s 
inventory or puzzle 
design, Capcom 
essentially has to 
rewrite its own 
traditions to progress 

in this fashion - this 
sub-series needs an 
even balance of the 
old concepts that still 
work and progressive 
ideas that provide 
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| he Zapping System 
Г А224 ; i1 2° sli :ustments to the structure of the arc, 
, EP , EVERYONe loved Resident Evil 2’s slight adjustm иа перце 


= — Claire's res 
в ding оп Ше order that you tackled Leon or 
ssa] L De This could be explored in altogether more advanced fashion today; it's 


ossible that this type of feature could unite the three storylines of Leon, Chris a 


ake in REO. 
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Backtracking b 


Ш RE-EXAMINING your surroundings wal 
always inherent to the experience of By 
Resident Evil game, and transforming the 
player's perception of these environments 
f as the story went along was a unique 
achievement of the series, peppering in new 
enemies to make you wary of backtracking. 


WHEN was the last ti l 1 
n R ESIDENT Evil 6's puzzles are in the actually scared the uod ont sn The 
simplistic realm of Resident Evil 4 and "cBenerators in Resident Evil 42 Yes a 
5 - but there's still room for genuinely been a while since the series actually had 
smart brainteasers that demand a touch of the capacity to freak us out on a purel 
lateral thinking elsewhere in the franchise. psychological level - and jumpy moments 
Revela tions showed promise in this regard, don’t count. Revelations seriously lacked 
B ' о a | team builds on it with that kind of terr or 


Claustrophobic locales 


Ш RESIDENT EVIL: Revelations had а 
smart, series-aware setting choice by 
essentially embedding a traditional Resi 

* mansion within the S.S. Queen Zenobia 
cruise liner. Main instalments seem to have 
erred towards larger, open locations; we'd 

з argue that there's also potential in revisiting 
the idea of tighter, corridor-based indoor 


spaces. 
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a modern framework for Ше 
games. Revelations acknowledges 
that factor on some level, but it’s 
muddled, almost too conscious of 
being a handheld game to be an 
enduring Resident Evil title. That 
especially shows in the bite-sized 
chapter length. It’s counter-intuitive 
for a series that traditionally 
engages players for hours at a time. 
It still wasn’t scary enough, 
either. Going back to what Dan 
Pinchbeck says about the series, it’s 
indicative of the consensus on what 
Resi represents today - Ше big- 
budget B-movie direction Capcom 
is taking with Resident Evil 6 is 
wholly credible, yet it’s been a long 
time since anyone really considered 
them to be pioneers in creating 
scary experiences; jumpy, maybe, 
and occasionally grotesque, but not 
the kind of games where the player 
feels anxious to open a door or pass 
a window for fear of an imminent 
death. In truth, survival-horror is 
a genre that has to find new ways 
to scare people, and that’s why 
the original Amnesia was able to 
capture a willing audience - it was 
the first horror game since Eternal 
Darkness that really dared to mess 
with the minds of its audience. And, 
although Dead Space didn’t reinvent 
the wheel as far as its mechanics 
were concerned, the game found 
a new way to present horror to the 
player by exploring the human 
potential of sound design, using 
Isaac Clarke’s panicked breathing 
and racing heartbeat to replicate the 
same reaction in your living room. 


PUN 
чу 


Га um 
here is, of course, 
the possibility 
that the genre of 
survival-horror, 
or at least the perception 
of it, has changed. In the 
games industry, genre classification 
has become even less relevant 
in the past five years, evident in 
discussions about which category 
Mass Effect 3 falls into when, as 
an RPG, it is mostly composed of 
cover-based shooting and devoid 
of dice roll-based combat. Resident 
Evil 5 could still be called survival- 
horror if we accept that the DNA 
of the genre has been revised; it’s 
ironic that Resident Evil 4 ended up 
being among the most influential 


RESIDENT EVIL BY THE NUMBERS 


E SO WHY has Capcom skewed its Resident Evil games more towards action than 
traditional survival-horror in recent years? When you look at the raw data, it's easy to 
see why. Though we may all look back nostalgically at the old style Resi design, it's 
clear that the new action style, as popularised by Resident Evil 4, attracts more positive 
reviews and a greater number of sales. Yes, the first two Resident Evil games have 
accumulated huge sales over multiple re-releases but there's a definite diminishing 
return for the genre over time as the second graph shows. Action-horror — with only 
minor concessions to traditional fans - is probably here to stay. 


THE 
DECLINING 
SALES OF THE 
SURVIVAL- 
HORROR 
GENRE 







1.25 MILLION 


R 


third-person shooters of all time, 
which in turn accelerated the main 
instalments to the point Шеуте 

at now, attempting to draw in 
multiplayer-cultured action gamers 
in any way they can. 

For Kawata, handheld consoles 
make for an intimate horror 
experience - and cracking 
the multiplayer side of that is 
something he also hopes to achieve 
with future Resident Evil projects. 
“One of the reasons 1 think 
survival-horror works really well on 
portables is that I think it is perfect 
when it is single-player. But I think 
that if we can crack the nut of scary 
co-op play, we’d really be able to 
clear a big hurdle.” Kawata notes 
that the transition to full third- 
person has forever changed the 


Nx i 0.53 MILLION 


THE SUCCESS OF EACH 
RESIDENT EVIL SUB-GENRE 


E Review average ll Average sales per game 


SURVIVAL-HORROR 
ам 
Total Sales 20.68 million 


LIGHT GUN 





Щ 0.78 million 


Total Sales 3.9 million 


ONLINE/MULTIPLAYER 


Total Sales 3.35 million 


| 0.84million 


ACTION-HORROR 


6.42 million 





Total Sales 12.83 million 


Whereas, the way it’s progressed 
now, you're trying to evade physical 
harm, like a zombie biting you. I 
think one of the biggest changes to 
come over the past 15 years is the 
control scheme.” 

Another point of development 
could be altering the threat level 
facing Chris, Jill and company, 
to reflect the increasing level of 
movement options that players are 
given in Revelations, like strafing 
and first-person aiming. “The 
more the player has the ability to 
freely control their character, you 
find that these slow, lumbering 
zombies stop working because 
you can run circles around them,” 
Kawata says. “So we have Operation 
Raccoon City, right, where you 
have zombies. 





way we experience 
Resident Evil. “I 
think one of the 
big differences 

is that, way back 
when, there was 
a much larger 
spiritual element 
to these games. 
You know... 
ghosts and spirits 
and so forth 
coming at you. 
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AS 
4 Revelations Raid Mode 


vos a succesful attempt to 


generale replay value. 


44 | now is to find a new way to 


However, they’re not the only 
enemies. You also have these 
hardcore spec ops soldiers you 
have to fight while the zombies 

are coming at you. The other thing 
is that zombies aren’t everything 
these days. The main theme 

behind Resident Evil has always 
been ‘biohazard.’ So from that 
perspective, I think it’s perfectly 
fine to try out other enemies and 
monsters. It doesn’t always have to 
be zombies. But while I say that, the 
first time I saw the Resident Evil 6 
trailer, I thought, ‘Oh man, zombies 
are what this series is all about.” 
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ranchise missteps like 
Operation Raccoon 
City show that 
Capcom has to take 
a degree of care with how 
the company expands on 
its intellectual property: a 
non-canon, Western-developed 
online team shooter with stock main 
characters smacks of complacency, 
and, in the grand scheme of the 
series, it’s fortunate that ORC’s 
release was comfortably wedged 
between Revelations and КЕб. As 

a brand that has such a consistent, 
passionate fanbase who will follow 
the series across genres, on some 
level we expect Capcom to be 
mindful of Ше principles Ша! made 
the 1996 original the standard 
bearer of survival-horror. 

Kawata and Capcom have the 
ability to recapture that in a way 
that longtime fans will recognise, 
though. The publisher is no doubt 
gunning for Call Of Duty-type 
numbers with Resident Evil 6, and 
the market tells them that action- 
oriented titles have a better chance 
of selling, rather than deferring 
back to haunted house-type scares. 
Resident Evil, however, has 
proven that it’s a big enough 
platform to support multiple 
types of experience and, in 
the best cases, craft credible 
products out of new genres. 

For Kawata and company, 
returning to the hallmarks of 
Nineties survival-horror may 
prove itself to be a fruitful 
venture - the challenge 
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hinji Mikami is aman who strikes fear 
into the heart of gamers. In fact, he has 
made something of a career out of it. 
But today, as he quietly contemplates 
the impending release of The Evil 
Within — his much anticipated return 

to survival horror - there's a dark notion sure to send a 

cold shiver trickling down the spine: this may very be the 

designer's directional swansong. 

The fact remains that Mikami never saw himself 
having the enduring career in videogames that he's 
had. Growing up in the Yamaguchi Prefecture in Japan, 
Mikami had dreams of becoming a Formula One driver 
before turning to more academic ventures. While his 
interest in videogames during his adolescence was 
minimal, his passion for American cinema travelled with 
him into adulthood. 

"Dawn Of The Dead and The Texas Chainsaw 
Massacre were my influences,” he remembers, before 
recalling the terrifying scenes that would later inspire 
his formative years in the games industry. The resonant 
mechanical growl of Leatherface's whirling chainsaw, or 
the schlocky scares of Raimi's The Evil Dead. 

He would tip his hat to the godfathers of cinematic 
horror in his inaugural directional effort, Resident Evil, 
but before he was awarded his own project, Mikami 





cut his teeth on licenced titles such as Aladdin and Goof 
Troop when he joined Capcom in 1990 (due to more 
the company’s reputation rather than a desire to make 
videogames). After Aladdin's sizeable success, Capcom 
had charged Mikami with developing a direct sequel 
to Sweet Horne a popular Famicom game based on a 
Japanese horror movie. The resulting game, known as 
Biohazardin Japan, involved several characters trapped 
in an ominous building, being hunted by flesh-eating 
zombies and contorted creatures. It was the creative 
avenue that finally enabled Mikami to siphon his passion 
for American horror into a progressive creative medium. 
But rather than the works of Romero, Raimi or 
Hooper's, perhaps more telling is his admirationof № 
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FROM RESIDENT EVIL TO THE EVIL WITHIN, VIA GOD HAND AND 
VANQUISH, SHINJI MIKAMI IS THE KING OF SURVIVAL HORROR. AND, 
UNTIL RECENTLY, WOULD HAVE BEEN THE FIRST TO ADMIT THAT HE 

HAD NO INTENTION ТО MAINTAIN HIS RULE. BUT NOW, AS THE GENRE 
DRIF TS FROM ITS ROOTS, НЕ HAS COME TO RECLAIM HIS CROWN 
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}№ Jaws. The unforgettable whirlpool of tension, horror, 


characterisation and action that, in many ways, draws 
closer parity to the developer's work than other more 
visceral creations. The last scene in particular had, in 
his own words, a “profound influence" on Mikami — 
wherein the carnivorous force of chaos emerges from 
the deep blue once more to reap devastation on the 
characters, who in turn utilise guns and explosives 

to overcome evil. From this insight it's easy to see 
where Resident Evil 4 took some of its inspiration from. 
His last entry in the Resident Evilcanon reimagined 
horror through the bombastic prism of blockbuster 
entertainment. The over-the-shoulder viewpoint and 
snap-trigger aiming boasted а matchless precision 
and mechanical slickness that instantly became 
industry standard. 

"Most people recognise Resident Evil 4 as being a 
survival horror game,’ Mikami muses, "but when | set 
out to make the game the idea was to make an action 
game with horror essence.’ This "essence" that Mikami 
refers to is a salient point. Despite the mechanics 
leaning out of the franchise s native genre, it retained 
arelentless sense of chilling tautness, a sense of 
foreboding matched with genuinely unsettling imagery 
that harkened back to his early love of horror cinema. 
But not everyone was on the same page as Mikami. 
What other developers saw was a new era of survival 
horror, one that butchered the fragility of pacing and 
suspense in favour of setpieces and ammo stock. 

“| dont think survival horror has really changed as a 
genre,” he says, before highlighting his disappointment 
in the industry's mishandling of the survival horror 
concept. “For games in the survival horror genre in 
general, they tend to become more action oriented 
as sequels are released. So in that respect [they] may 
not be a survival horror game in its truest form.” This 
frustration would be the summoning call to arms to 
inspire Mikami to step out of the shadows and attempt 
to restore survival horror to its former glory. 


(11 hat scares me now?” Mikami 
considers for amoment before 
agrin breaks across the 


48-year-old's face. “My wife!” It's disarming moment 
of joviality from the earnest director but it's also a 


O It wouldn't be a horror game without a faceless 
monster in rubber overalls walking menacingly through 
some kind of derelict facility, would it? 
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О Shinji Mikami is widely heralded as the father of the 
horror genre, and his return to the style that made him 
famous promises to be something special indeed. 


T 





veiled criticism at the industry. Mikami talks of his 
disillusionment by the state of modern horror, not just 
in gaming, but even in his first love of cinema - “It's 
unfortunate, but | feel the energy of horror movies has 
gone somewhat stagnant,’ he laments. This feeling 
was also partially what galvanises Mikami to return to 
survival horror, likewise the burgeoning demand from 
anew generation of gamers for a truly terrifying virtual 
experience that had been absent from the medium for 
several years. 

“A lot of the indie games are true horror games in 
my opinion, he compliments. “I believe for an indie 
game to be successful it really needs to stand out 
on its own, have a very clear identity and be targeted 
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towards that genre's specific audience.” However, 
theres a caveat: "Those titles didnt really influence The 
Evil Within,’ says Mikami. “А survival horror game is 

its own unique genre - it's neither true horror nor an 
action дате.” 

Highlighting the distinction between his own 
approach and the degeneration of the genre, he 
describes his own personal method for success when 
it comes to survival horror. “Rewinding a little bit, the 
very first time | got the chance to make a horror game 
was Resident Evil 1,” says Mikami. “But | knew if | made 
the game as a true horror game it would mean that 
it would lose some of the 'entertainment appeal as 
content. Running around and just trying to survive 
the entire game would just be too stressful. So in 
order to make it appeal to a wider audience | made 
the game a little softer. If you think of it as a beverage it 
would not be water or juice but more like an alcoholic 
drink. Not wine or sake but beer, an alcoholic beverage 
consumed by most adults. Beer was the positioning of 
Resident Evil” 

And it's fair to say that gamers drank it up; the 
industry intoxicated with the formula until the creative 
tap had dried up. The Resident Evil franchise, while still 
ambitious, has mutated into a creature unrecognisable 
when measured against Mikami's original design; 





AFRAID OF THE 
BARK 


Ш One of Mikami's most 
effective scares was also 

one of his simplest. Leading 
players into a false sense of 
security and perfectly utilising 
the static camera, the heart- 
in-mouth terror of reanimated 
dogs crashing through Ше 
mansion window still sends us 


THE DEVIL IS IN 
THE DETAILS 


Ш Originally handing over 
directional duties on Resident 
Evil 4to Hideki Kamiya, 
Mikami saw the potential in the 
action-orientated approach 
Kamiya was taking and 
decided {о make the дате 
independent from Resident 
Evil. The result was the superb 


CHAINSAW 
MASSACRE 


Ш Mikami lists The Texas 
Chainsaw Massacre аз one 

of his horror influences and 

he paid suitable homage to 
Tobe Hooper's slasher flick in 
Resident Evil 4. An iconic fear- 
inducing menace, Chainsaw 
Manis a hulking bullet-sponge 
who can cleave pasty-faced 


MONORAIL! 


Ш When you weren't busy 
performing slip-sliding 
acrobatics in Vanquish, the 
campaign comfortably rivalled 
any other third-person action 
game of its ilk. Standing out 
from its raft of kinetic missions 
is the monorail chapter that 
left the player nowhere to hide 
from the onslaught of bullets 


JURASSIC LARK 


Ш Stalking the protagonists 
throughout the entire 
campaign of Dino Crisis, 

the T-Rex is anemesis that 
emerges to cause chaos when 
least expected — much like 

the shark in Jaws (another of 
Mikami's influences). Bursting 
through the police station's 
walls, it’s one of the best 


several feet in the air today. 


JI) 


Devil May Cry. 


Leon Kennedy clean in half. 





| THINK THE SENSE OF ‘HOW 
THE HECK AM I GONNA MAKE 


IT OUT OF THIS SITUATION 


ALIVE?’ IS WHAT PLAYERS 
ARE LOOKING FOR IN HORROR 
GAMES NOWADAYS 


Silent Hill has all but lost the potency and allure that its 
suffocating mist once held; and other horror franchises 
such as Alone In The Dark and Fatal Frame rarely spring 
out of the shadows today. In Mikami's opinion, publishers 
have lost touch with their audience, which has resulted 
in this nebulous redefinition of what survival horror 
should be. 

"When it comes to what players want from a horror 
game, it seems to me they want to play more of an 
adventure type game rather than an action type game,” 
he says. “Where player's skills are less required and 
more emphasis is put on the scary atmosphere. | think 
the sense of ‘How the heck am | gonna make it out of 
this situation alive?’ is what players are looking for in 
horror games nowadays.’ 





Il 


The few sequences that games™ has played (ог 
should that be survived?) certainly illustrate Mikami's 
point. Simplistic puzzles are bolstered by inventive 
scares. Unlocking a door becomes a mad scramble 
across a mansion that has the game's protagonist, 
Sebastian Castellanos, stumbling across disturbing 
medical experiments being carried out on conscious 
bodies. What's more horrifying is that for the player to 
progress, Castellanos must himself participate and 
choose to carry out horrific procedures in order to 
progress further through the haunted house. 

Needless to say, there are few bumps in the night. 
Alongside the shambling cadavers that crave human 
flesh and the shock value of its setpieces, there's the 
omnipresent Ruvik - a prowling ghost that may terrorise 


and missiles. 


frights in the game. 


the player at any moment. But this isn't all about 
jump scares, as Mikami has elegantly balanced more 
traditional horror staples with both psychological and 
body horror elements, while layering on top of these a 
survivalist sensibility. 

"Ammo and other resources are very limited when 
compared to games people consider as survival horror,” 
says Mikami. "So guns cant always be your solution. 
You might have to find alternative ways to kill an enemy; 
maybe by sneak-kills or by using traps within the 
environment. The difficulty level we recommend people 
to play is called Survival Mode (i.e. normal or standard 
difficulty). | would be lying if | said that the game wasn't 
difficult. But | will say that the sense of relief when you do 
survive will be that much greater and more rewarding." 

While you would expect all this to come naturally to 
Mikami, it's a jarring change of pace for the developer 
after working on fast-paced action games like Vanquish, 
God Hand and Shadow Of The Damned. “There is still a 
part of me that's used to that and perhaps that may have 
seeped through to this game in some parts,” admits 
Mikami. “| didnt want to completely strip away the player 
character's mobility as it would become very stressful. 
| tried to keep the right balance by making the player 
character run a little faster than | would usually, for 
example. But with this game, since | wanted to go back 
to the roots of survival horror, I've consciously made it 
slower paced.’ » 
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» he Evil Within itself is something of a return 
to form for the director. While the content 
has grown more visceral in scope (owing 

a debt to Saw and the popularity of the splatter/gore 
horror sub-genre), simplicity triumphs in the design 
choices - a hallmark of Mikami's work. Indeed, where 
Resident Evil players were made to feel vulnerable 
due to the restrictive framing of the pre-determined 
camera angles matched with 3D polygonal characters, 
in The Evil Within Mikami hampers its protagonist with 
more realistic destabilising injuries or encumbering 
environmental impediments. 

The results might be the same but one thing has 
changed: Mikami's approach to work. Long behind 
him are the days when he felt comfortable scrapping 
versions of a project years into development. "| think 
it's safe to say that it has changed,” Mikami says of 
his mindset, before games™ reminds him of The Evil 
Within's original concept — a vampire-hunting action 
game starring a man and a woman attached by a 
chain. “га quite surprised you remember that idea,” 
he laughs. “| received а lot of negative responses from 
within the dev team about making a vampire game, 
So we never pursued that idea. Right around the same 
time | was hearing many people say that they wanted 
another survival horror game. And that was the time 
when said to myself ‘Okay I'll do it. 

"But when it comes to me as a director, there are 
some changes: for one, my health bar. | can no longer 





" 


O Inspiration comes from a wide variety of sources 
for Mikami and his team - outside of just videogames 
or horror movies... we want that Easy Rider poster. 
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O Mikami is responsible for overseeing development 
on some of the most influential games the industry has 
seen, Resident Evil 4 being a notable example. 


work three months straight without a single day off. 
Depending on how you look at it, this is probably not a 
bad thing.” Mikami has found support in the partnership 
between Bethesda and his new studio, Tango 
Gameworks. Mikami has had some of the biggest 

ups and downs in the industry, from the zenith of his 
early years at Capcom, to the nadir of Clover Studios 
closure. Having worked on almost a freelance basis 
over the past several years, Tango has enabled him 














the creative freedom he has longed for since leaving 
Capcom in 2002. “Bethesda really understands game 
development and the creative process that goes into 
making a quality game,’ beams Mikami. “They respect 
creativity and they've been very supportive in times of 
need. They've been a great partner.” 

After founding Tango back in 2010, Mikami has 
been balancing operating the studio and making its 
debut title. This has led to him to consider stepping back 
from directing and letting other members of the team 
take over the reins. "After founding Tango there were 
challenges in the balancing act of running a studio and 
managing a dev team, he says. “But after joining the 
Zenimax family, | was able to focus my attention on a 
single project so that was a good change. But in the 
future l'd like to give opportunities to young thriving 
creators to develop small, but ambitious games.’ 

The same question creeps up once again, whether 
this will be Mikami's final game as a director. He 
sidesteps this line of enquiry, instead offering a little 
sage wisdom about Tango Gamework's culture, 
suggesting that his role will always be a creative one 
at the studio, even if another talented designer steps 
forward into the limelight. 

"For those of you wanting to become a game 
director, the most important thing to do is to trust 
yourself and your instincts," he concludes. "If you have 
ап awesome idea, go make it. Another important thing 
is to believe in your team. You alone cannot make a 
game. A great game comes from great teamwork." 
And when the team in question has Mikami on its side, 
it seems that gamers will have a little less to fear 9 
in the future. 


WHAT SCARES 
ME NOW? 
MY WIFE! 
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CENE 


Who would you get behind? An orange marsupial,dlhoverinc 

space саг ог а furious half-naked demigod with Chains grafted 

to his wrists? God Of War director David Jaffe reveals how 
‘Kratos was a really angry blessing for PlayStation 2... 
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BEHIND THE SCENES 


all shapes and sizes. 
П there were some perfect creation process, 
chances are the most successful gaming 
heroes of all time wouldn't be an out-of-shape plumber 
and a hedgehog that isn't even the right colour. No, 
there’s no science to it all, hence why we probably 
shouldn't be all that surprised that Sony's unexpected 
mascot for the PS2 era came in the form of gaming's 
angriest man. The last great example of a platform 
holder giving one of its studios almost full creative 
control over a project could easily have gone so badly 
wrong, but the history books tell us otherwise — God 
Of War managed to make ancient history exciting for 
a whole new audience, just as Clash Of The Titans 
had done nearly 25 years earlier, with cutting edge 
technology once again at the forefront of bringing 
legends back to life and capturing the imaginations 
of a generation. . 
otrange to think, then, that God Of War might never 
have existed had one of the other options on the table 
at the time been given the green light first. Founding 
father of the franchise, game director and personable 
semi-automatic cuss rifle David Jatfe talks us through 
some of the other options and, with all due respect, it 
isnt hard to see why Kratos came out on top. “I was 
looking at a game - we were calling it Dead Man 
at the time – and it was an open-world first-person 
game,” he reveals. "It wasnt exactly survival horror 
— it wasnt so slow-paced - but it was trying to do like 
an action-adventure set in the Louisiana swamps and 
bayou about voodoo and supernatural powers, so 
the character would have these abilities and powers. 
I liked the idea of doing an open-world, first-person 
game and there hadnt been a lot of those at the 
time." Given that Shadow Man never exactly took 
off to the degree Acclaim would have hoped and the 
technical limitations of PS2, we cant say we're entirely 
surprised to hear that a game we only just heard 
about was cancelled a decade ago. 
"Another one that didnt get as far came from us 
talking a lot about trying to create a way for gameplay 
to evoke the same kind of emotions as watching Lupin 


Unique combat moves while hanging and climbing made Kratos feel all-powerful. 
There's no situation in which you're left without a way in which to ruin someone's day. 





Ш, the one that Miyazaki did," Jaffe continues. "How 
could we make a game that puts you in that same kind 
of feeling of high adventure?" The spirit of this project 
seemed to make it into the final game, even if the 
original pitch never really got off the ground. Indeed, 
there was always a clear front-runner for some of the 
team, it would appear, and Jaffe confirms as much. 
“Those were competing for the longest time but then I 
think it was ultimately was Ken Feldman, who was the 
art director on all of them, who said that out of all of 
the ideas, it was the God Of War universe that we'd 
best be able to realise in a really spectacular way. 
That was when we finally said ‘Fuck it, lets go with 
this one'." 

Hell, it wasn't even God Of War back then. “After 
Twisted Metal Black shipped, we spent probably four 
or five months iterating about four ideas - talking to 
the team, seeing what they would be into, fleshing 
out some of the concepts to see which one had the 
greatest potential. From that, ultimately Dark Odyssey 
- which became God Of War — won out, kicking off 
with the high concept of "What if Paul Verhoeven had 
directed Clash Of The Titans?' but we changed that 
to ‘What if Ridley Scott had directed Clash Of The 
Titans?’ for the second document because nobody 
knew who Paul Verhoeven was." 

Lack of cinema knowledge on the production 
team's end aside, it seems as though Jaffe and his 
team had prepared concepts for God Of War that 
differed radically from that original seed. “I still have 
a document showing the very adult, edgy and violent 
version of what this game could be, which is obviously 
what it became, but also all the way down to sort of 
Disney's Hercules... maybe we'd do something that 
was a little more Mario," he tells us. "We originally 
started out with the idea of doing first-person melee, 
so God Of War was originally going to be first- 
person. It didnt get very far — we talked to some of 
the programmers about it and did a lot of research. 
Dreamcast had a game out at the time that was kind 
of the best in breed for first-person melee, called 
Matken X. We studied that a lot trying to figure out if we 
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Brutal finishing moves were the perfect way to end any 
encounter, especially considering the extra rewards in the 
form of Orbs. Man, that Kratos really loves his Orbs... 





could make it work. And GTA Ш had just come 

out, so we were kicking around the idea of 
open world. So yeah, it really was a very broad initial 
conceptual phase while we were looking at this idea 
and a couple of others, and it just sort of evolved into 
God Of War through a great deal of combat and 
fighting and yelling at each other.” 

Even though Jatte is clearly talking about the 
design process there, he’s done an equally good job 
of describing the game the team ended up making 
— loud, brash and with precious few pulled punches. 
That said, the game’s violent streak was all kinds of 
intentional and for a number of reasons. “As a kid I'd 
seen and read family-friendly Greek mythology, but I 
was reading Edith Hamilton to research a lot of this 
stuff before we went into development and the stories 
themselves can be easily read to be very gruesome 
and violent. It was definitely a good fit,” explains 
Jaffe. "It wasnt like we were saying we wanted to 
do an ultra-violent Lego game - it was more about 
taking that mythology and playing up the angle that it 
was really violent, which seems to be something our 
audience really responds to. It was just having the 
awareness to spot that match and allow us a better 
shot at retail.” 


HOLD UP A SECOND - did the games 
industry's resident swear grenade just cough up 
some retail jargon? Fear not, the decision to make 
God Of War a bloody rampage wasn't entirely 
written in dollar signs — it was as much a creative 
decision as it was a commercial one. "І like violent 
stuff," Jaffe reveals, to the surprise of literally nobody 
who has ever played a game the man has worked 
on. “That's why I said Paul Verhoeven in the original 
pitch - I ike that fun, over-the-top, acrobatic violence 
in movies and games. But I remember being very 
clear about the fact that we'd have to make sure 
that this was brutal and intense because if we didnt 
add that layer, it would look like you were just a dude 
running around in a helmet and a toga." 

And perhaps that's why this cultural vein hadnt 
really been tapped at all during gaming's difficult 
teenage years - good as the source material may 
have been, nobody could find that angle to make it 
exciting and fresh. That takes passion, which Jaffe 
clearly has in spades. He has a deep-seated love 
for the subject matter and, as evidenced by the best 
historical shooters, wartime RTS games and even 
football management titles, sometimes that's enough 
of a spark to light up a classic. "Greek mythology 


Sony Santa Monica got more out of 
the PS2 than pretty much any of its peers. 









d Of War 
manages 

to keep the 
pace slick, 
the settings 
beautiful, the 
action fresh 
and the body 
count high 
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has been something that I've loved since I was in like 
fourth grade," he shares. "Clash Of The Titans was 
an extremely flawed, wonderful movie - when you're 
ten years old and watching it, it's just, like... wow. 
That was the summer of '81 when Clash Of The Titans 
came out, Raiders Of The Lost Ark had come out, and 
when you look at God Of War, there's clearly a great 
deal of influence from both of those films. It's 
like superheroes - it's totally ready to go for 
videogame creation, with all these amazing 
powers, monsters, abilities and locations. And 
very few people had trodden that territory at 
that time." 

Since nobody had done a proper 
mythological adventure in quite some time, 
it stands to reason that another would be 
announced while Sony Santa Monica's baby 
was stil in the womb. “I remember once, 
we were waist-deep in development of God 
Of War and we saw a story online about a game... 
what the fuck was that game called? It came and 
it went and it got horrible reviews but to see it and 
to see their concept art and to read their РВ, we 
just thought we were gonna be so fucking dead," 
recalls Jaffe. “They beat us to the punch, those sons 
of bitches!" Fortunately for Sony, this is the games 
industry, and not every title has Ше heavyweight 
credentials or the vision to turn a great concept into 
а great game, and Jaffe tells us about the moment 
the competition stopped... well, competing. "We 
saw it at ЕЗ and breathed a sigh of relief - it wasnt 
all that great, not to be disrespectful to the people 
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Ш There arent а huge amount of bosses in the original game 
but regular enemies make up for this shortfall by often being huge. 


who made it but clearly they were hampered by 
budget issues." 


BEN WHETHER HE'S TALKING about Rygar or 
Shadow Of Rome or any number of the nine million 
other PS2 games we've forgotten is kind of irrelevant 
— it's a classic scenario that we see to this day (albeit 


I WAS HEAVILY 
INFLUENCED - AND I'M 
SUHE IM NOT ALONE - 
BY RAY HARRYHAUSEN 
AND HIS WORK 


to a lesser extent, now that budgets on triple-A 
games have gone daft) where lesser publishers 

and developers will sniff out popular themes for 
upcoming hits and try to outrun them. We can count 
on one hand the number of times it has really worked 
out, so maybe the budget hike has actually helped out 
in that regard. But even so, how was it that God Of War 
stumbled upon this content goldmine that every other 
game just strolled past on the way to work each day? 
"I guess it has to do with influences, right?," reasons 
Jaffe. “I was heavily influenced – and Im sure I'm 
not alone — by Ray Harryhausen and his work. That 
was always something that appealed to me and 
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Ditticult to resist 
the urge to 
simply genutlect 
and be 
humbled to be 
in the presence 
of such digital 
divinity 
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something I wanted to play with. It was around 

the time that we were doing God Of War that 
we were starting to see a shift towards budgets 
going up pretty significantly. There was that time 
too when PSone was still out towards the beginning 
of PS2 and development was still inexpensive 
enough that you would see all these different games, 
things like Second Sight and Psi-Ops — there was this 
game on PSone, Tale Of The Sun or something, 
about a fucking caveman! — which are the 
kinds of subjects that are now more the 
world of indies, because they're affordable 
and you can take those kinds of chances. We 
came at the end of that, when most games 
had started having to play safe, whether it was 
military shooters or, at the time, crime sims 
like GTA. But Sony being Sony was always so 
great about letting their developers explore things that 
arent just marketing-sanctioned safe genres and we 
were still allowed to play in those waters.” 

Today's market, of course, is somewhat different. 
Big name studios and publishers have shut up shop 
and others have tightened purse-strings, while 
unrealistic goals have seen successful games be 
judged otherwise. 1 think it'd be really hard and 
expensive to compete today purely on spectacle,” 
Jaffe nods. "But what's cool is that there are elements 
of God Of War that have nothing to do with the 
spectacle — level design, story, characters - that you 
can do with two or three people with a copy of Unity 
or Game Maker Pro. That's phenomenal and in that 
way, the market is wonderful today. But I think if you re 
talking about building a game where the total reason 
for it to exist is spectacular setpieces... it's still doable 
for sure but you have to have a lot of fucking money. 








It's surprisingly hard to take a screenshot of God 
== Of War where something isn't bleeding to death... 





That was the reason | went away after that game and 
moved onto more mechanics-based titles. You're only 
аз good as your tech on that day. I want our games 
to stand up even after the visuals arent as hot as they 
once were, where the core mechanics are something 
you could come back to ten years later and say 'Okay, 
it's really rough but fuck, it's still really fun’. I dont 
think l've achieved that yet but working with that game 





showed me that for me, that was sort of the North 
Star to follow. If you just chase the spectacle, the 
applause you get for it is pretty fucking cheap." 


SPECTACLE MUST HAVE been fairly high on 
the agenda in creating God Of War, mind. But were 
there any examples of tech not being able to match 
concept? "The game was so scripted that there wasn't 
а lot," Jaffe muses. "When we asked for something 
and they said they couldnt do it, usually that was 
coming from production rather than tech." One issue, 
though, would have given Digital Foundry a collective 
heart attack. “There was the giant crusher at the 
bottom of Pandora's temple and [the guys] just kept 
throwing enemies in until it dropped to like 12fps. But 
we all thought it was fucking awesome - we didn't 
care that it was 12fps cause the idea was so cool and 
it still worked. But then Tim came over and you'd have 
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Legacy Of Kain: Soul Reaver 





thought that his head was about to explode. We fought 
about frame rate. | care about frame rate only when 
it hampers the game. So we fought about that, but 
there was one fight I did lose. I just couldn't convince 
Tim and Mike and even to this day I'm like "What the 
fuck?’ — I think he must have made a deal with the 
devil saying I will make you a great programmer 
but you must never use translucency in any game’ 
or something. I kept saying that we had to have the 
environment go semi-transparent or we'd have to pull 
the camera too far back, and we wanted to keep the 


Sure, Kratos can use different weapons, but 
the Blades Of Chaos are always most satisfying. 


О 


As much аз we dig God Of War's concept art, we'd 
love to see the Disney-style mock-ups that Jaffe mentions. 








camera close so it was more dramatic. Almost every 
other game out there was making the characters and/ 
or the environment go semi-transparent, but you'd 
have thought I was asking him to go assassinate his 
parents or something. It was not going to be done on 
his motherfucking watch. It was fucking bad and even 
to this day, you can tell Гта still a little annoyed by it, 
because we could have had some amazing cinematic 
moments in that game if it weren't for the fact that the 
goddamn engine didn't support tranlucency." 

For all that it may seem like God Of War might today 
be a case of style over substance - especially with so 
many unlikely usurpers in the likes of Revengeance, 
Bayonetta and DmC strutting their hardcore action 
stuff — that absolutely wasn't the case with the original. 
Jaffe reflects on meetings of minds where gameplay 
had to come first. "The guys at Santa Monica are some 
of the best of the best when it comes to programming. 
And whenever I asked for something or heard a great 
idea from the team, most of the time a month later 
it was in the game. They were a pretty impressive 
group to work with." Have the special effects guys kill 
the rainbows and the twinkly music, though - this is 
Jaffe we're talking to, not Bono. "But they were а pain 
in the ass to work with, and I'm sure they'd say the 
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Bayonetta 


God Of War 





Petrified? Worry not — escaping is as 
easy as waggling an analog stick. 
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same about те, he admits. “Tim and I really 

didn't get along very well. Me being American 
and him being British, him being a programmer 
and me being more of a high-level designer... just 
one against the other, even just culturally, that can 
sometimes be enough to break the camel's back. But 
when you've got cultural and discipline differences 
and you put those people on a project for three 
years together? I'd work with Tim again, I don't know 
if he'd work with me but I respect him greatly as a 
programmer. We got along fine outside of it. But as 
colleagues, I fucking wanted to blow his head off 
every single day and I think he probably wanted to 
do the same thing to me.” 

Internal struggles aside, it alllooked rosy just as soon 
as the Hydra demo hit and people got to experience 
the game themselves. But even with that buzz going 
around, there was still enough apprehension to make 
the team second-guess themselves at every turn, as 
Jaffe vividly recalls. “I remember being at the office 
with Todd Papy, looking up at this giant poster of 
Kratos that we'd had made for ЕЗ – it still hangs in 
the Sony Santa Monica office, actually — and thinking 
‘This is going to be fucking huge’. But within a week, 
I was in Gamestop and saw the God Of War ‘coming 
soon box and it was stuck way up high on the shelf 
out of the way. Nothing had changed - if anything, 
the game had only gotten better as we got closer to 
completion — but I remember thinking it was going to 
tucking tank and be a disaster.” But, as it happens, 
God Of War was quite a good videogame (hence this 
celebration) and such a success for Sony that it's now 
easily one of the leading PlayStation brands. But there 
wasn't always such confidence, even internally. “On 
the day of release, a friend of mine texted me to say 





Stabbing a cyclops in its one eye felt a bit mean 
at first, but we'd soon come to revel in the carnage. 


We darent think how many times we beat 


that original Hydra demo. It was lots, though. 
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Magic attacks help out in combat, but are most 
memorable as showpieces for the PS2 hardware. 
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Из set in 
Greece with 
the mighty 
Kratos... 
and we 
loved every 
minute 

ot it 


BEHIND THE, И 


there was a line out the door at the game store,” Jaffe 


tells us. "I thought he was full of shit but there totally 


was this line out the door. We had days when 
we thought we were onto something and days 
where we sat around figuring out what our 
next careers were going to be 'cause we were 
clearly no good at this." 


come critics would argue that there's a 
case to be made for the latter, especially in light 
of some of the game's end-game sequences. 
“Well, Tobin did the spikes," smiles Jaffe as his 
new studio explodes with enough laughter to 
level а small village. The accused interjects. 
"You were just supposed to get knocked down the 
spikes a little bit, just so you wouldnt get stuck on 
them," explains level designer Tobin A. Russell. "You 
werent supposed to get knocked off entirely" The 
problem, it seems, was born of over-confidence. "The 
coders promised they were going to deal with the 
collision on that," Jaffe confesses. “But what happened 


Do it, Kratos. Give that guy a really nasty rope burn. 


The demigod's violent streak can never be sated. 


versatile move set - one where mashing is fine but there's depth as well. 
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Combining area attacks and more powerful linear strikes makes for a 


was we had focus-tested the shit out of that game and 
it's a linear process зо by the time we got to focus- 





testing Hades — which is where that area is, at 
the end of the level — we were just like 'Nah, we 
got it, were good’. It was literally the last level of the 
game so we didn't focus test that one, and that was Ше 
one that bit us in the ass. I regret that section, because 
it really was a shelf moment for a number of gamers." 
Issues aside, it's fair to say that God Of War carved 
out a template for a generation of would-be mascots to 
follow. But, as it turns out, some of the biggest names in 
the business can't tell you when they're onto something. 
"It was all just a big fucking blur,” Jaffe admits. "There 
were a lot of nights where we were there until three 
in the morning and those nights blend into the other 
nights. There are people that you meet that you'd want 
to work with for the rest of your career, then there are 
people that I have wonderful memories of but wont 
speak to today. | cant fucking stand some of them 
today and some of them I think are just amazing. 
There are all these little moments that sort of add up 
to give you a recollection of an experience that, in my 
mind, was extremely hard but extremely fulfilling and 
extremely worthwhile. We made something that 
we're really proud of." 
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BEHIND THE SCENES ETERNAL DARKNESS: SANITY'S REQUIEM 








NINTENDO 
GAMECUBE. 


Released: June 2002 (USA), October 
2002 (Japan), November 2002 
(Europe) 

Format: GameCube 

Publisher: Nintendo 

Developer: Silicon Knights 

Key Staff: Denis Dyack: director, 
.:- — writer, producer 

Shigeru Miyamoto: Producer 
Composer: Steve Henifin 











One of the GameCubes earl 
director Denis Dyack takes us through 

the making of his well-regarded time- 
crossing horror adventure 


+ 


ETERNAL 
ARKNESS: 
SANITY'S 
REQUIEM 


cult hits 














a VIDEOGAME MECHANICS DON'T 

mmm progress anywhere nearly as quickly as 
НЕВЕ the visuals they power, so storytelling and 
character evolution are becoming more and more 
important. The Last Of Us, Heavy Ват and Enslaved: 
Odyssey To The West are just a few of the more 
recent games that have tried to blur the boundaries 
between two very different forms of entertainment, but 
they certainly werent the first. 11 years ago, another 
game was also slowly blazing a trail, a trail that 
would guide its developers to the forefront 
of the industry, but eventually see it collapse 
under its own hubris. The game was Eternal 
Darkness: Sanity’s Requiem; the company, 
Silicon Knights, and both were formed by 
Denis Dyack, who recently set up Precursor 
games after poor sales of Silicon Knights’ 
previous two titles, Too Human and X-Men: 
Destiny and a failed lawsuit with Epic Games. 
This isnt a time for the present however, it's a 
time for Ше past, and when we speak to Dyack about 
his magnum opus we speak to a man who loves 
Eternal Darkness and the qart of storytelling аз much 
аз he loves his three cats, Стасеу, Willie and Owen. 

"Im a big Babylon 5 fan," reveals Dyack when we 
ask him about Eternal Darkness origins. "Both Ken 
[McCulloch] and I who have written all our stories 
are. I think it was a hallmark series because, for the 
first time on television, they actually told a story that 
was continued over the whole year and then they 
had a story arc that was meant to go five years and 
that had never been done on TV before. We looked 
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at Babylon Five and said ‘This is groundbreaking, 
we love it’ and it was more about the storyline and 
the arcs that happened in the background. There 
were also a lot of characters, but they were less 
important than the story. Both Ken and I sort of looked 
at Hesident Evil, looked at this whole phenomenon 
happening at the time with Babylon 5 and we said 
"We should do something like that'. So the idea was 
to have lots of characters and really tell a story arc 
that meant something over a long period of time." 





Mmm PLANS FOR ETERNAL Darkness were put 
into motion, and Dyack and his team began 
looking for a suitable console. Although Silicon 
Knights had previously found success on PC and 
PlayStation thanks to titles such as Dark Legions 
and Blood Omen: Legacy Of Kain, Dyack and his 
team eventually settled on the N64, mainly due 
to its relationship with Nintendo that had recently 
begun to blossom. "It was a great system and it did 
a lot of things at the time that other systems didnt," 
explains Dyack about the decision to release Eternal 
Darkness on Nintendo's 64-bit console. "We were 
running at the time in high-res without an extra 
memory card, which was really rare. I think it was 
640 by 480 back then, if you went to that you had 
to put the extra memory in and it cost a lot more to 
manufacture. We actually figured out a way to do it 
without the extra memory, so from that perspective it 
garnered a lot of attention. At the same time it was 
а very mature take on storytelling which was very 
rare at the time in the industry, but also I think it was 
very different as far as Nintendo's portfolio went.” 

Work progressed well, but the game began to 
hit several delays — something that later Silicon 
Knights games would become infamous for - and 
development time dragged оп аз Nintendo began to 
prepare Юг its next console. Eventually, development 
of the game was stopped so Eternal Darkness could 
move to Nintendo’s 128-bit GameCube, where it 


WE WERE FAIRLY 
FAR ALONG IN THE 


PROCESS OF THE N64 
VERSION 





was initially planned as a launch title. We 

were keen to know if Dyack was happy about 

the decision. “It was shortly after the GameCube 
was announced and we were fairly far along in the 
process of the N64 version," remembers Dyack. Аз 
a matter of fact I'm sure we were perhaps past Alpha 
and getting close to Beta, so it was quite a shock to 
me and to the whole team, but this was a decision 
that Nintendo made and it had nothing to do with 
their opinion of the game at all. They really liked the 
game, but it was a global decision where they said: 
‘we need to move forward with the GameCube now, 
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WHERE'S MY 
SAVE? 

By far the most infamous effect. 
The save screen comes up and 


appears to delete everything. 
You ll swear loudly the first time. 





DANCING ON 
THE CEILING 


You ll enter а room to discover 
that everything is upside down. 
You'll Бе able to run around for a 
while before it all resets. 


so 


E Although Lovecraft is an inspiration, 
too are movies. This is clearly from 
Haiders Of The Lost Ark. 
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VOLUME 


МИ оао ооо оваваиа зае 


PUMP UP THE 
VOLUME 


There are sound-based sanity 
effects including one that mutes 
the action. This one mimics your 
ТУ being turned down. 


LAND OF 
THE GIANTS 


Upon entering Ше room you'll 
discover that you've shrunk, 
making you easy target practice 
for any nearby enemies. 


x P J 
this is а new set of hardware and this is what 
we think we should do.’ A lot of people were 

particularly worried if that was the right thing to do, 
but it was and we could certainly do а lot more with 
the GameCube hardware. It had a lot more RAM, it 
had а disk and in the end, I think we'd all agree that 
it turned out to be without question the right decision.” 

Dyack speaks highly of Nintendo, and it's clear he 

has а lot of respect for the company. What's less clear 


+ DEL. 


‚ is just how much involvement Nintendo had. Some 


have said it was a lot, and tum to Silicon Knights’ 
more recent games as proof of this. Dyack, however, 
remembers a far more nurturing environment, one 
where Silicon Knights was allowed to create its own 
vision, with Nintendo giving help and advice when 
needed. Ме worked very closely with Nintendo and 
some people came down from Nintendo to work 
with Silicon Knights for quite a while,” he reveals. 


sanity Eternal Darkness sanity effects had everyone talking 
`—ss= 


SYSTEM CRASH 
Another Sanity effect Ша! makes 
you think Ше game has crashed. 
Interestingly, it represents a PC, 
telling you to press CTRL + ALT 


- ^ Hd. 








THERE WILL 
ВЕ BLOOD, 


As your sanity drops, 
blood will appear and 
start trickling down the 

screen. Creepy and 
surprisingly effective. 


BUZZ OFF 


Some of our favourite sanity 
effects are the subtle ones. This 
clever moment tricks you into 
thinking a fly or bug has landed 
on your TV screen. 


| ; МГЕ 
= _ “ú. 
"Miyamoto is really, really good at what he does and 


works extremely hard. We went through different 
cameras, what would be best for the game, and I 


would say that they generally would respect what .. 


we were creating and at the same time say: ута! 
about this idea?; we think this would be better’, 
and we would sit back, think about it, digest it and 
we would agree as a team whether we wanted to 
go in one direction or another. There was a team 
of people from Nintendo who worked with us, and 
certainly Miyamoto oversaw our project like he 
oversaw everyone else's project and we collaborated 
within that hierarchy. If they were unhappy 
with the project it wouldnt have gone forward.” 


ETERNAL DARKNESS DID go forward and 
was eventually released seven months after the 
GameCube's US launch. The delay wasnt due to 
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Alone In The Dark > Resident Evil > Resident Evil 4 





This dark French 








masterpiece 
remains one 

of the first 3D 
examples of 
survival horror. 
It stars Edward 
СатпБу аз а 
detective. 












Capcom's epic 
reinvented 
survival horror 
when it arrived 
in 1996. It will 
pull off the 





same trick nine 
years later with 
Resident Evil 4. 
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There are two types of cinematics, the best ones are the ones 
using the in-game engine. The others have aged quite badly. 
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problems at Silicon Knights, but more due to world 
events. The tragedy of September 11 in 2001 shocked 
the world and resulted in several games being 
delayed, or in Ше case of Propeller Arena, cancelled 
outright. Large parts of Eternal Darkness’ story takes 
place in the Middle East and several chapters were 
extensively reworked, meaning Eternal Darkness 
missed its launch window. We were keen to know if 
the delay was due to painting that part of the world 
in a specific way, only to be given an emphatic "No" 
by Dyack, adding "but there was just a lot of stuff 
going on at the time that just got people nervous, so 
we did have to change certain things. If we hadn't 
have had to have done Ша! we would have made 
launch on the GameCube. We were tracking 
extremely well but we had to change some 
chapters and its just one of those things 
that happens. It's totally out of your control." 

One thing that wasn't out of Silicon 
Knights’ control was the epic story of Eternal 
Darkness, а story Ша! spans time and space 
and has plenty of connections with the work 
of H.P Lovecraft. Eternal Darkness begins 
with a story that takes place in 26 BC and 
ends over 2,000 years later in the year 2000 AD. It 
tells the story of a young girl who is investigating 
the mysterious cause of her grandfather's death. As 












Every character has a neat finishing move. 
Killing monsters restores sanity, so do it as often as you can. 














she continues to explore his huge mansion - cleverly 
presented аз a gaming hub - she uncovers а book 
called the Tome Of Eternal Darkness, the chapters of 
which acts аз levels for the 12 characters you control 
throughout the game's duration. Alex soon uncovers a 
plot by Pious Augustus, a fallen Roman Centurion, to 
awaken an ancient evil that will enslave and devour 
the world, not unlike the creations described in 
Lovecraft's own macabre stories. “What I particularly 
like about Lovecraft in general is that Lovecraft 
didn't say that these monsters were magical he just 
said they were extremely advanced and ancient,” 
continues Dyack when we quizzed him about the 
obvious similarities. “We're like bugs to them, we 
really don't affect their world in any way, but at the 
same time they have their own limits and they're 
trying to come into our dimension, but they really 
cant. Lovecraft was so strong in that area. Look 
at Babylon 5 - [which is] quite frankly, ancient 
beings that have been around a long time, and 
mankind stumbles into them. Мете in space, but 
it's still the same themes. It's that type of recurring 
idea, which I think is the stuff that's worth telling.” 

If you have stuff that's worth telling you need a way 
to convincingly convey it. Silicon Knights did it by 
allowing you to control 12 characters, ranging from 
Pious Augustus, the man who puts the story s events 
into motion, to a Persian swordsman named Karim, 
and a Franciscan monk who uncovers an insidious 
plot at Ше cathedral he visits. Each character not 
only handles completely differently, but also has his 
or her strengths and weaknesses. Roberto Bianchi 
is а portly Venetian artist with a lumbering gait 
and low health, while firefighter Michael Edwards 
can shrug off most enemy attacks thanks to his 
great stamina and access to advanced weapons. 
“If you're going to tell a story you want some pivotal 


А LOT OF THE STUFF 
WE DID WAS AS CLOSE 


TO HISTORY AS WE 
COULD RESEARCH 





events that you think are significant in human 
history, which is what we did,” explains Dyack. 
“From that point it just becomes a case of creating 
fiction around this point of historical accuracy. So we 
went around and chose spots Ша! we thought were 
unique and interesting and gave us a perspective 
that wasnt just North American centric. The whole 
Lovecraftian overtones with the universe that we had 
created, that part was obviously fiction, but a lot of 
the stuff that we did was as close to history as we 
could research. We looked for interesting locations, 
interesting time periods and went from there." 
While controlling so many different characters 
did set Eternal Darkness apart Нот its peers, it also 
caused technical problems, mainly because зо many 
different weapons were shoehorned into a single 
set of combat mechanics. It meant that the controls 
and fighting could occasionally feel clunky, which 
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new company, Precursor Games. It's unclear if it will ever get made. | 


could cause frustration at certain points. "It 

was very hard actually and I think you've 
exactly pin-pointed some of the challenges we faced" 
agrees Dyack about Ше combat system used. "If you 
do something completely different every time, the 
player is going to get really frustrated because they 
have to learn something new. It's kind of like when 
youre playing а game and lose all your weapons 
and have to start over. I hate that feeling personally. 
We wanted to make it consistent where you use 
the same techniques as a player, but as an overall 
metagame it feels like they're accelerating 
and learning new stuff and then at the 
same time you want to introduce different 
experiences. Its always а challenge.” 
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NO MATTER HOW challenging Eternal 
Darkness’ gameplay may have been at times, 
it certainly couldnt compare with the sheer 
horror you received as a player when the 
avatar you had been controlling for the past 
30 odd minutes usually died, often in very brutal 
circumstances. It felt revolutionary at the time, and 
while it could aggravate, it also told you in no 


game. Eternal 

Darkness takes 
adventuri 
and horror 
to levels that* 
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uncertain terms that this was Silicon Knights’ story 
and you were just participating in it, lucky to be 
along for the ride. It works exceptionally well and 
still makes Eternal Darkness stand apart from many 
newer games. "Let's face it, even in a lot of popular 
culture it's not done that much," continues Dyack. 1 
think for example Game Of Thrones does that now. 
When youre trying to entertain somebody you really 
want an emotional catharsis. [A moment] that sticks 
out in my mind is when you're playing Paul Luther. 
You know that there's а boss fight coming. You see 
that greater guardian and you're like: ‘OK this is 
going to Бе an awesome boss fight, and then you 
look up and you re squashed like а bug. And it's over. 
| remember when we did focus testing оп that people 
were just like: Wow'. They were really upset and there 
was a concern whether that was the right thing to do. 
I think it is. From a standpoint of real life, sometimes 
the good guys lose. Life is not always fair, and I think 
from that standpoint Eternal Darkness really stands 
out аз something that made а statement in that area.” 

Another агеа where Eternal Darkness stood out 
was with its brilliant insanity effects. As characters 
succumb to various atrocities, they slowly lose their 
grip оп reality, and the player begins hallucinating. 
Initially youll just witness blood running down your 
TV screen, or your TV's volume seemingly getting 
lower, but as the adventure progresses, things get 
more апа more severe, with опе of Ше best emulating 
your memory card being erased. It’s a terrifying 
moment the first time it happens and amazingly, 
it's never been attempted since. Unsurprisingly the 
whole mechanic came from Dyack and his team 
wanting to do something a little different to the 
norm. "It was another chance for us to play with the 
genre, admits Dyack. "With this type of structure 


FROM A STANDPOINT 
OF REAL LIFE, 


SOMETIMES THE 
GOOD GUYS LOSE 





you could do it at multiple levels. You could 
break the fourth wall. It was something that 
I found very interesting and there were a lot of 
challenges with that stuff. It wasn't something that 
was so easily done at the time, that was for sure." 
Ара that was the real beauty of Eternal Darkness. 
It wasnt a perfect game, not Бу a long shot, but it was 
certainly ап ambitious one, often going out of its way to 
give players a unique interesting gaming experience 
that similar games of the time (including the excellent 
Resident Evil remake) simply weren't offering. It's one 
of the best early examples of marrying videogames to 
the cinematic narratives that are starting to become 
so popular and it marks a highpoint for Silicon 
Knights, which it never quite replicated. For those that 
were lucky enough to play the game, it remains 
the very definition of a flawed masterpiece. 

















ETERNAL DARKNESS: SANITY S REQUIEM 


The main characters of Eternal Darkness: Sanitys Requiem 


М 


ALEXANDRA 
ROIVAS 
Jennifer Hale 
2000 AD 
Student 


Ш Alex is a young girl who is 
summoned to Rhode Island 
after Бег Grandfather's 
gruesome death. She 
navigates the hub-like mansion 
looking for clues to his murder. 


Voiced by: Rino Romano 
Year: 565 AD 
Occupation: Swordsman 


Ш Karim attempts to retrieve 

a treasure for his beloved 
Chandra, but she betrays 

him. When he meets her ghost 
many years later he nobly 
sacrifices himself to watch over 
the artifact. 
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ROBERTO 
BIANCHI 
Phil Proctor 
1460 AD 
Artist/architect 


Ш Hailing from Venice, Roberto 
is taken prisoner and forced to 
survey an ancient temple. He 
encounters the spirit of Karim 
who passes the artifact of 
Mantorok to him. 


PIOU 
AUGUSTUS 


Voiced by: Richard Doyle 
Year: 26 BC 
Occupation: Centurion 


Ш The man who kick-starts 

the events. Pious is a proud 
warrior but he s soon led astray 
by the ancients and becomes 
incredibly powerful with his 
own dark agenda. 
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DR MAXIMILLIAN 
ROIVAS 

William Hootkins 

1760 AD 
Doctor 

Ш After inheriting his dad's 
mansion, he realises it has a 
secret. Discovering it's built 
on an ancient underground 
city, he's proclaimed mad and 
locked away. 


215 








PETER JACOB 
Voiced by: Michael Bell 
Year: 1916 

Occupation: Field reporter 


lll Peter is investigating 
disappearances at the 

very cathedral (now a field 
hospital) that Paul Luther died 
in. He successfully defeats 
the guardian and hands the 
artifact to Edward Roivas. 








| 


ELLIA 


Kim Mai Guest 
1150 AD 
Court Dancer 





Ш А young slave girl who 
craves adventure. She soon 
finds it after becoming locked 
in ап ancient temple and 
stumbling across Pious’ evil 
plan. The first of many bearers 
of Mantorok's essence. 


DR EDWIN 
LINDSEY 


Voiced by: Neil Ross 
Year: 1983 
Occupation: Archaeologist 


Ш Possibly based on Indiana 
Jones, Edwin Lindsey is tricked 
by Pious Augustus when 
exploring some Cambodian 
ruins. He escapes and 
discovers the remains of Ellia. 





EDWARD ROIVAS 
Neil Dickson 
1952 
Clinical 
psychologist 





Ш Edward discovers the tome 
of darkness. Despite facing 
deadly odds he's able to 
destroy it, killing everything 
there. He's by a guardian, 
which sparks the game. 








ANTHONY 


Voiced by: Cam Clarke 


Year: 814 AD 

Occupation: Frankish 
messenger 

Ш Poor old Anthony doesnt 
have much luck. Although 

he uncovers a plot to kill the 
Charlemagne, he becomes 
cursed, getting more withered 
as his investigation continues. 
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PAUL LUTHER 
Paul Eiding 
1485 AD 
Franciscan 
monk 


| After visiting ап old 
cathedral to see the famous 
Hand Of Jude, Paul is accused 
of murder. After being freed, 
Paul discovers an ancient relic 
but is killed by its protector. 


MICHAEL 
EDWARDS 


Voiced by: Greg Eagles 
Year: 1991 
Occupation: Firefighter 


E Michael Edwards is а 
firefighter during the Gulf 
War, but gets trapped in 
the Forbidden City when an 
explosion leaves him there 
by himself. 
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INDIE ZOMBIE МОО DAYZ HAS COME OUT OF NOWHERE ТО BECOME THE SURPRISE HIT _ 2, 
OF THE SUMMER. 1 MILLION PLAYERS LATER ITS NOW BEING DEVELOPED INTO A FULL — 
GAME АКО IS SET ТО BECOME EVEN BIGGER CREATOR DEAN HALL TELLS US HOW HE >; 
DID IT, WHERE ITS GOING NEXT, АКО WHY YOU DON T WANT ТО MISS QUT... 


TITLE: DayZ башня rue story: half a dozen nOObs 


FORMAT: PC . spawn on a beach and warily 
DEVELOPER: Dean Hall ` creep up to the mainland as if N: 
PUBLISHER: Bohemia Interactive it were the Normandy coast in itl > + 7 
RELEASE: Ош now (mod), . 1944. Spurred by the camaraderie | 
Late 2012 (standalone release) brought on by their mutual, hapless plight minds. In both indie games, you are given a world and 












and lulled into a false sense of security the tools to survive in it but not the challenges; those are 
by the apparent lack of immediate death Set by the individual and other players. In this case, your 
in their group, they make their way to the destiny depends not on the infected hordes or the whim 
airfield. Here, they rightly embrace the of a Creeper, but on the mood of the player-controlled 
environmental realism of Chernarus and population in the area and what you decide to do next. 
blithely scavenge around the area, oblivious "The key to this was that people naturally tell stories, 
to the arrival of their imminent doom. Hall told us when we asked about DayZ's recent success. 
A stranger steps onto the scene. He “It's a human thing, and with most games you have 






doesnt speak, even to reply to their naive the story given to you by the designer or the developer. 
greetings, and though he has а hatchet, his With DayZ, you experience your own story as part of 
real weapon is knowledge: he knows he's it. As you experience that story, you have these really 















going to brutally murder these clueless intense emotional reactions. At the end of it, you have this 
players in cold blood, just for the hell of it. natural compulsion to go out and tell people what you've 
He hamstrings every single one of them experienced, so suddenly you have people posting about 
and then, while they're crawling around having this crazy experience, or going on forums, and it 
asking their assailant what he's doing, he exploded from there-" 
calmly replies by hacking them to death. Stories like the airfield massacre pop up frequently on 
That's the favourite DayZ story of the the ‘Bandit Campfire’ and Survivor НО’ sections of the 
creator of this burgeoning Arma // mod, DayZ forum, and every now and then, one resonates with 






Dean Hall. A cruel lesson for all would-be the kind of emergent gameplay that drives indie games 
new players in the realities of this zombie like DayZ out of their niche and onto the fringes of gaming 









survival game. For us, it highlights an mass consciousness. Hall tells us the tale of the ‘black 
important parallel with another PC sandbox widow’, a female bandit playing the damsel in distress 
fairytale, Minecraft, whose explosive and luring unwitting players to their death, before stealing 







their gear. Or the Chernarus doctor on call, a digital Good 
Samaritan putting his own life at risk to fix the ailments of 
the wasteland wounded. Stories are why DayZ has gone z 
from a relatively unknown Arma Il mod with two servers «г v 
to an indie phenomenon with over a million unique players № 

and 1,000-plus servers in the space of three months. 


success last year is still very fresh in our 
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Фо 


E IS DAYZ COMPETITIVE OR CO-OP MULTIPLAYER? THE ANSWER IS ITS BOTH AND NEITHER, DEPENDING ON WHO YOU HAPPEN TO COME ACROSS. 


t’s this aspirational idea of a game 

‘that takes the stabilisers off that 

has made DayZ and its sandbox 

contemporaries a success; it lets you 
take the ride wherever you want in an 
unscripted environment with players 
who are similarly unshackled. Garry's 
Moa's genius iterative development piqued 
the interest of Valve after it was released 
as a Source engine playground in 2004 
and updated in the open. It, too, had no 
objectives or story, and it was probably less 
a conventional ‘game’ than Minecraft or 
DayZ, yet players took to the virtual Half- 
Life 2 toolbox in droves, creating everything 
from ad-hoc weapons to gigantic robots 
and multiple soawns of unique characters 
in hilarious parodies of the Half-Life 
universe. GMod's success as a free-to-play 
add-on encouraged creator Garry Newman 
and Valve to take it standalone and, to this 
day, GMod is nearly as legendary as the 
game that spawned it. Games like Freeze 
Tag, Spacebuild and Prop Hunt came to 
the fore and stories of their insane genius 
spread, to which we'd dedicate a few 
paragraphs describing each if it wasn't such 
a huge digression. Look them up, because 
they're worth reading about - or better still, 
play them if you haven't already. 


+ 


J VEHICLES ARE A SCARCE, VALUABLE RESOURCE, OFTEN 
ENDING UP IN THE HANDS OF WELL-SUPPLIED BANDIT GROUPS. 


' | 
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How much work is involved т converting 
DayZ to a standalone game? 

There is quite a bit of work involved in converting 
DayZ into a standalone game. Compared to starting 
a game from scratch, there is significantly less 
work, as we are using the Arma // engine as a base 
and expanding upon it to make it better for DayZ. 


Are you planning to add any extra content? 
Yes, there will be extras. One of the big changes will 
be Chernarus Plus, which is an improved version 
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REANIMATING DAYZ 


" 


11$ A VERY SIMPLE GAME AND A VERY SIMPLE DESIGN 


ар 
а od Е 
- — - < lul 4 - 4 
= DER." 
РА, 23 i 
ы ь ® = 
>> a 
аз / ъ 


Е 


BUT THE TENSION IT CREATES IS VERY COMPLEX 


We called it ‘emergent’ gaming at the time and applied 
the same term to gameplay that has resulted in the lore 
that's developing in DayZ, but even if the mod team couldn't 
have predicted exactly what its fans would do with the 
sandbox, they must have known this kind of sophisticated 
play would be the fruit of their growing community. That's 
the inevitable result of drawing players into an environment 
that has no rules: they make their own up. So the question 

we have to ask the DayZ creator is why bother 
4 with the zombies? 
“Its an interesting question, and | think 
a lot of it comes down to people's natural 
| fears, replies Hall. "People fear a lot of things 
and people want to know how they'd get on 
Е in a disaster situation. When Ше changes, 
when all the rules of life are removed and 
it's just you versus the world, people inside 
[the world] want to know if they've got what 
it takes and they want to explore that. That's 
* whatzombies allow them to do. | guess 


; ofthe Chernarus map. Adding in some more 

| geographic features and adding in new towns and 
landmarks, giving players more places to explore 

; and be hunted in the standalone version. 


: Dean Hall has expressed interest in taking 

i DayZ to consoles. What's stopping you? 

; Well, before we are able to port DayZ to consoles 

; we have to gain the sales on the PC first. 

| When Valve brought Turtle Rock Studios into its 
fold to finish Left 4 Dead, it very quickly followed it 


zombies are а simplified version of all those 
disaster scenario fears. 

“| did really like Left 4 Dead. | played it a lot 
when | was based in Singapore and it does what 
it tries to do really well. l'm really interested in 
horror. | like the subtleties in games like the 
original Aliens vs Predator. The flares, the 
flickering lights... Just these little, subtle things, 
and that's what DayZ was: an attempt to have 
all these subtle tensions placed on the player 
to produce these experiences. If you actually 
look at it, #5 a very simple game and a very 
simple design, but the tension it creates is very 
complex, and that’s where the inspiration came 
from, and from movies and books like The Road 
— that was obviously a big influence. Even 
Fallout 3. | love Fallout 3, but | didn't like how 
safe it was; it always felt like it was very hard to 


{ N 





Bohemia Interactive’s Matt Lightfoot discusses the process of converting 
DayZ into a standalone game and the publisher’s post-release plans 


up with Left 4 Dead 2, making greater use of the 
studio’s resources. 


Do you see Bohemia Interactive doing 
something similar and moving onto a 

DayZ 2 so quickly, perhaps using the 
opportunity to design it as a console game? 
Well, at the moment our focus is on DayZ 
standalone and we will be updating DayZ 
standalone with new content after the alpha 
release, so we haven't thought about DayZ 2 yet. 


lose and the only requirement was to invest 
time. There was no time to think really, and 
you could just kind of blindly go forward and 
| didn't want that. | wanted DayZ to be... if you 
don't think about it, you're losing everything.” 


mas he tales of the DayZ team’s 

- development struggles are 

` testament to its success: capacity 

problems with every update as 

servers burn out with the number of 
players logging on; repeated denial of 
service attacks by malicious cyber- 
criminals looking for the next popular 
target; trouble maintaining the core 
concept of DayZ as populations spiral far 
beyond imagination and, of course now, 
taking DayZ from Arma II mod to а game 
in its own right. '| knew pretty early on it 
was going to have to go standalone once we 
had about 300,000 users. | knew the mod 
was never going to be able to cope with the 
demand. There was virtually no development 
being done on the mod; it was all on capacity 
and dealing with problems. When we hit that 
point we realised the mod was never going to 
survive - it was a terminal trajectory." 

To the videogame novice, Markus 
Perssons classic Minecraft is far removed 
from DayZ, but this blocky sandbox world 
also surprised the industry with its viral 
spread. The alpha was released in 2009 as a 
paid-for trial, and by a month after the beta 
release in January 2011, over 1 million people 
had bought it without a whiff of marketing – 
pure word of mouth. Incredibly, by the time 
version 1.0 had been released, Minecraft had 
notched up over 4 million purchases and had 
16 million players. DayZ's four months in the 
wild suggest that it's on track for a similar 
Success, and though the free mod itself 





We chart the DayZ 
worldwide infection to date 


* TWO MONTHS 17/07/12 


ONE MONTH 13/06/12 * DAYZ DOWNLOADS: 618,381 
' OUTBREAK = 
DOWNLOADS: 206,511 E 


13/05/12 + СА 
` 


s" DAYZ INSPIRED BY 
A BRUNEI JUNGLE 
s. — TRAINING 
Es е 
е ` Ë 
THREE МОМТН$ `. x 
6/08/12 `. \ 
DOWNLOADS: `. ` 
1 MILLION PS 
ae ` 
NS 
SA 
2,147,483,647 * 
8,288,611 DAYZ CONCEIVED IN 
NEW ZEALAND ARMY 





AS DAYZ PROVES THE 
MODDING COMMUNITY IS 

FAR FROM DEAD, WE LOOK 
BACK AT SEVEN MODS THAT 
REDEFINED THE GAMES THEY 
WERE BASED ON AND THEIR 
PASSIONATE COMMUNITIES 
THAT PROPELLED THEM TO 
ASTONISHING SUCCESS 


ALIENS TC 
TN In one of the 
SN first ever total 
conversion 
| mods, 
` . Justin Fisher 
i transformed 
id Software's seminal shooter Doom into 
a perfectly judged adaptation of James 
Cameron's Aliens movie. It effectively 
evoked the source materials tone - the 
opening level is a masterclass in suspense, 
while being completely devoid of enemies - 
and it went on to influence 1998's ambitious 
Trespasser by DreamWorks Interactive. 


COUNTER-STRIKE 


Minh Le 

= and Jess 

- Cliffe took 
И" М Щи Valve's 

x < = | Half-Life and 
p TES сопуепед 
Ше sprawling, alien-filled landscape into 
a modern military battlefield. Counter- 
Strikes overwhelming popularity 
prompted Valve to snap up the two 
designers and set them to work creating 
a full retail version of the mod. Over a 
decade later and the enduring appeal 

of its original incarnation remains 
steadfast, with players continuing to fill 
servers regardless of the release of its 
more recent incarnations. 





Garry's 
Mod isn't 
so much a 
game as it 
| is a veritable 
playground 
for users to explore the potential of the 
Source engine. There 15п1 any gameplay 
objective, but players can utilise a 
physics and tool gun to manipulate 
objects. No surprise that its chief 
contribution to the gaming community 
is the various fan-made videos created 
using the versatile mod. 
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DEAR ESTHER 

Another 
Source engine 
mod, Dear 
Esther was 
released back 
in 2008 by 
British indie outfit thechineseroom. Its 
unconventional framework - the game 
doesn't feature clear objectives, rather 
focusing on the epistolary narrative — 
was embraced and spawned a remake 
that was released earlier in the year. 


DEFENSE OF THE ANCIENTS 

EX Defense Of 
The Ancients, 
more 

P | commonly 
P known as 

k d DOTA, has 

roughly 20 million dedicated players in 

China and spawned its own genre since 

it was released in 2003. A mod based on 

Blizzard's Warcraft Ill, it's become one of 

the most successful mods of all time and 

attracted the attention of Valve, where 





| the sequel is currently being developed 
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with mod creator |сеЁгод. 


FREEWORLDS: TIDES OF WAR 


` " There 
-- , 
) hasn't been 
М | а дгеаї 
ki ` | Star Wars 
EC starfighter 
«265 simulator 


for years, so it was down to the modding 
community to take Freelancer and reskin 
the whole game with classic Star Wars 
models. If you prefer your sci-fi with a 
bit more grit then you can always opt 

for the similar Battlestar Galactica total 
conversion instead. 


TEAM FORTRESS 

It's easy 
to forget 
that Team 
Fortress 
started life 
as amod 


”on ids Quake engine. The innovative 


class-based gameplay struck a chord 
with PC gamers, and once again those 
omnipotent beings at Valve took notice 
and hired Robin Walker, John Cook 
and lan Caughley to remake it as Team 
Fortress Classic and create a sequel. 
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Do Пауй 5 bandit and survivor 
factions have a code of ethics? We 4 
3; speak to the players to find out... 

om AR Rs. err ма 


"Up until the tipping point, our 'civilised' society 
has taught us all its idea of morality the moment you 
were born. But as soon as that order has been lost, 
when society takes the plunge and crumbles, the 
luxury of principles, morals? No, you gotta do what 
you gotta до. Мо time to hesitate. You до {Не shot? 
Take it and camp. Sleep well.” 


STEVE.C 

“| will not shoot unless force is escalated. I've 
changed from ‘I will not shoot unless shot at’ due 
to one guy to whom | gave а дип. | will shoot if you 
continue to point your weapon in my direction after 
being warned not to. | will never shoot prior to giving 


multiple verbal commands. If | see a tent, | will always ` 


leave it be. If | see a vehicle in a non-spawn location, | 
will always leave it. If you ever see me near your tent, 
your contents are safe and, if it's empty, you may find 
food and extra ammo in ії. | will never take the fruits 
of your labour. As in real life, if | can help you without 
causing harm to myself, | will do it. If l've just eaten 
and have but one can of beans, and you are starving, 
you are welcome to it; | will find more before | starve. 
If you need medical help and | have extra morphine, 
а blood pack, a bandage or some steaks, | will help 
you in any way | can. If we're pinned down by snipers 
or others, | will provide cover fire so that we may 
get out of danger. If you're being chased Бу а pack of 
zombies, | will distract them so that you may evade 
or heal yourself. My ethics are inflexible and are not 

7 changed by apocalypse. | tend to play zombie games 

K because | find war reprehensible.” 


“| would gut you and eat your spleen.” 


HYDRA 

“If a real-life apocalypse came about, | would at 
least try not to be a dick. But a man desperate for 
substance, desperate for life, is known to do some 
nasty fucking things...” 


EDWARD B 
“My survival is more important to me than 
your survival.” 


ARETHJAMS 


“ГЦ defend what's mine and the people | love, but 
in DayZ, fuck all of you. No hard feelings, fellas.” 
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hasnt garnered a penny, it directly drove 
sales of the three-year-old Arma // and 

its two-year-old expansion, earning 
developer Bohemia Interactive an extra 
300,000 sales in the first two months after 
DayZ became available. 


ith the work now moving from 
maintaining the busting-at- 
the-seams servers of the free 
mod onto the meat of the DayZ 
standalone that, like Minecraft, will be 
a paid-for alpha with free updates as 
its development continues, the mood 
is decidedly upbeat. Hall talks of some 
of the potential thematically relevant adult 
features he's carefully toying with. It's 
not just that the taboo subjects of drugs 
and suicide could throw a spanner of 
controversy into the works, but in applying 
tools to this sandbox environment he 
doesn't want to upset the balance. 
“| think it's good that games like Fallout 
explored these because they're too much 
of a no-no word,’ Пе says. “Movies explore 
them, TV explores them, so games should 
too. Obviously you have to explore them 
carefully, but we don't know how we're 
going to explore them. We won't explore 
them so they endanger the project, but 
they're relevant. It's a post-apocalyptic 
scenario. Drugs, suicide and murder are 
probably going to be the 
three most prominent ITS Д 
topics. If we cut two of s 


E BUILDINGS MIGHT CONTAIN GOODIES AND 
OFFER SHELTER, BUT THEYRE LIKELY TO ATTRACT 
THE ATTENTION OF OTHERS... 


those out suddenly because we don't want to deal with the 
hard areas then we're not really dealing with the situation." 
“Its the fairytale result for DayZ, or for any mod, to have 
this happen,” says Hall. "| guess there's a real impetus 
on it happening because a lot of the problems the mod 
15 experiencing can only really be resolved with it going 
standalone. So, like, pathfinding, hacking, Al... The mod 
is using the [Arma Il] game in a way it wasn't intended to 
be used. Now we have the standalone, though, we can 
branch out and do that quite quickly." 
The question of DayZ repeating Minecraft's success 
in going from indie sensation to mainstream success 
and eventually making its way to consoles is clearly not 
far from Hall's mind either. “I think its a staged, 
approached thing,” he posits. “At the moment we're 
very much in the experimentation phase, and that’s 
what the PC is awesome for. So we'll experiment with it 
and keep the experience good, and if the sales are good 
it means the demand is there and then we can look at 
what's out there. | think it's definitely achievable. | think 
if we did 2 million sales then we'd start to look at that 
kind of thing being quite achievable. Arma already has 
a background in going onto the 360 [through Bohemia 
Interactive's Operation Flashpoint series], so © 
there's definitely a possibility.” 


POST-APOCALYPTIC SCENARIO. 


DRUGS, SUICIDE AND MURDER ARE GOING 


ТО ВЕ 





4 
i t> 
ет? "ма 1 
È = 4 M ; 
, 
j A 
| уби: | Ӯ >. 
ns ` 5 “2 ! 
Kr ; 
4 A a 
"i № % ғ. 
: re wt 
2e E. 


THE MOST PROMINENT TOPICS 


T ku P Lon INS TA. 





Li 
f Sy ре - 
42) ux 9 Y £ Í 
Ау (4 T , à 
#4 bf КА що š РГТ УРУ? _ 
их, У 7. $f l r 2 ` 
9:9 H š ut та р 4 j я um 
у iu у ; 
a - 
” s 
J 
5 
gerd u, | 
FL АЕ). 








ROM CHERNARUS 


DayZ's s community of players vetere to us their favourite moments... 4 


Z STATIK Z 

"| was roaming around in Elektro 
one night. | had arevolverandlsaw F 
a flare оп a dead body. | thought, f 
‘What the hell, this is a trap, but [ 
let's do this.’ It was empty. | hear 
people yelling at me over direct 
chat to lay face down and drop my 
pistol. | comply. One of my two 
attackers starts looking in my 
backpack. While he is doing this, | 
harmlessly take a peek into his nice 
big ol’ Coyote Pack. | slip out his 
AKM and one mag. He goes over to 
his friend to give him my only pack 
of painkillers, and while they 
are doing this | reload the AKM. 
| walk up behind them, then 
proceed to hose [them] down 
with an AKM. I then get overrun 
by zombies and die.” 


MARSHMALLOW 


“I always play as a survivor and ! 
make it a mission to pick off bandits 
whenever possible. One time, | was 
just north of Cherno, and just as 
| was coming out of a barn, shots 
from a nearby hill started hitting 
the ground at my feet. | was able 
То dodge {Пе shooting as | weaved 
my мау into a forest where the 
sniper gave up. | lay there for about 
20 minutes, waiting Гог him to 
make an appearance, until about 
half a kilometre away, | could see 
a firefight between two guys in 
ghillie suits and another victim. 
They took out the poor guy and | 
assumed they were the guys who 
were shooting а! me, so | patiently 
crawled my way toward their 
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position where they were looting 
Ше body and just hanging out. With 


г my CZ, | aimed at one of the perps. 


Click... pow! 


“A friend of mine and me were on 
the way to Elektrozavodsk to stock 
up on medical supplies, food, drinks 
and ammo. We both entered a bar 
that was situated in the corner of an 
apartment building. We separated, 
thoroughly searching the first floor. 
| found stairs and climbed them, 
entering the second floor. So my 


towards me, seeking to tear my 
delicious flesh from my bones. 
Then, between two zombies, 
opened up a narrow way. It was a 
way out. Sprinting down the stairs, 

| made my way onto the streets 
where more of them were waiting 
for me. All the hits | received caused 
me to bleed, and | was not in a good 
condition. My friend had already 
made his way to the hospital roof, 
the ladder being surrounded by 
zombies trying to get up to him. 'I'll 
cover you! Get up here!’ he shouted. 
| followed his advice, running 


| WALK UP ВЕ T THEM THEN | 


friend was now in the first floor, and 
| was in the second floor. The stairs 
were located in a very narrow and 
small hallway on both floors. | had 
my gun in my hands, scanning the 
floor for supplies, and so was my 
friend, just a floor below me. So far, 
so good. | swung my view to the 
left and my mouse hit the right side 
of the keyboard, causing my finger 
to push down the left mouse key, 
which caused me to release a shot. 
And that shot was heard by them. 

| could hear [zombies], screaming, 
roaring, running towards the 
building that the distinctly loud 
sound came from. 

“They're coming up the stairs!' 
said my friend. Wait. The stairs 
were my only way out. And indeed 
they were coming up the stairs. 
Loads of them, walking slowly 


=. - cr 


WIT | H AN АКМ I THEN GET OVERRUN BY 20 


around the hospital, trying to find 
а ladder that had not yet been 
swarmed by zombies. | was being 
followed by them, but my friend 
did a good job at decimating their 
numbers. And finally, | was able to 
climb up the ladder to safety.” 


COBAAS 

“I had just spawned on the beach 
near Kamenka, and had nothing 
of use, so | decided to head north 
into the woods before heading east 
to Cherno. As | was moving, | saw 
something running past the edge 
of the woods | was in, and when | 
looked closer, it turned out to be 
three bandits. As | had no weapons 
| couldn't shoot them, so | had to 
be stealthy. For the next 40-odd 
minutes | was following them, 
sticking to the woods as much as | 


could, until eventually they stopped 
г at their camp, and then they logged 


out. | ran down to their tents and 
stole what | needed. So stalking 
bandits paid off!” 


HYDRA 

“Spawned in Kamenka, city of 
death. A group of seven or eight 
wookies were sitting there with 
powerful gear. They spot me and 
another survivor and act all friendly 
and shit. They take us to our camp. 
They off the other dude for not 
iei their directions. Bastards 


BES AND NIE 


killed Timmy. We get to their camp, 
and they bid me gather as much 
gear as Га like. | find a satchel 
charge. To my astonishment, they 
build a fireplace and all sit around 

it. | run over to the fire and place the 
explosive. They thought | was just 
fucking with the fireplace. | back up 
a safe distance, then scream 'FOR 
TIMMY!’ into direct and touch off 
the charge. АЦ are instantly killed. 
They start freaking out in the side 
chat. | talk to them in it while | take 
what | want from their bodies, tents 
and vehicles, then hide the bodies, 
destroy the tents, and destroy all of 
their vehicles save their helicopter, 
which I stole and jumped out of near 
Cherno. The chopper collides with 
the city hall and apparently kills 
another as | safely float down to the 
ground with a parachute.” A 
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our chances - cramming ourselves 

into a locker as Ше eponymous Alien 

stalked past, lit by shafts of mousy 
light, visible through the grate on the locker’s 
door. We were holding our breath and pulling away 
from view (holding LB and pulling back on the left 
stick, simultaneously) but we misjudged the Alien... 
after it passed we tried to get a closer view, to see if 
it had passed. Next thing we knew, we were staring 
down into the blackness of two jaws, zenomorph saliva 
dripping onto our face. ‘Hiding is 
only ever a temporary solution’, 


di iding is only ever a temporary solution’ 
the game teils us on a loading screen. 
We knew that before, but we took 


“You develop a very strong 
emotional connection to the 
Alien — and that's something | 
wasn't expecting when we were 
developing the game,” says 


other games, you'll think ‘Oh 
this guy killed me’, but in [Alien: 
Isolation] it’s more like ‘Oh no... he's back... it's that guy 
again!’ [laughter] You develop such a natural respect for 
the creature: when you see it, you alter your play-style 
immediately." Napper is right — the Alien commands 
your respect. We sat down with a large chunk of the 
game in SEGA's offices (where Creative Assembly had 
lovingly set the difficulty to Hard mode), and the first 
thing we noticed was how ferocious the Alien was. At 
least when it's in view, you can keep an eye on it; the 
second it disappears into the vents above or the pipes 
below, your blood runs cold. 

"...When it's not there, you see these shadows dart 
past a wall and you think '...is that it?" Napper explains, 


пият тва © E 
we're reminded. Again. We sal. paralyzed, 


watching the tail edge 
Slowly out of view, 


lead designer, Gary Napper “In | cringing at every noise | 


enthusiastically. “You project your fears of this creature 
onto the world itself, and sometimes that lack of its 
presence is more scary than when you can see it and 
you know where it is. That connection you build up of 
seeing Ше same creature again and again, and seeing it 
evolve and change, it makes you build up this very clear 
relationship with it." Because there's only one Alien/— 
the same Alien that will kill you time and time again 
if you're not cautious - it starts to watch/you, observe 
you, learn your behaviour. 

Our initial tactic for avoiding the \stalking black 
creature was to create ‘noisemakers’ out of the scrap we 
collected and throw it down corridors before sneaking 
off down a different path - but 
after a few successes, the Alien 
picked up on our method, and 
on our fourth attempt-at a 
‘noisemaker’ gambit, the Alien 
headed the way it saw Ше 
improvised distraction come 
from... Cut to us crouching 
behind a desk in an abandoned 
medical wing, seeing the Alien's 
spiny tail drag on the floor next 
to us. We weren't sure if the Alien could detect any kind 
of movement at this range — even just rotating — 50 
we Sat, paralyzed, watching the tail edge slowly out of 
view, cringing at every single noise echoing through the 
cavernous Sevastopol space station. 

The prowling predator slinks off, completely<out 
of view. We bring up Ше. Motion Tracker (a loyal 
reconstruction of the 1979 icon) and note the 
surrounding area is clear — we're free to make a break 
for it. We take all of two steps (can you hear something 
wet and sticky underfoot?) before the Alien snags\us 
from а vent above - a hanging column of sticky drool 
the only indicator of its presence. 


Creative Assembly is best known’ 
for its strategy games, so what ` 
inspired а studio so well-versed 
in one genre to reach out of 

its comfort zone and step into 

the inky blackness of Alien's 
sci-fi/world? games!" chats to 
creative director Alistair Hope 
and lead designer Gary Napper 
about revalidating Ridley Scott's 
universe for the modern gamer 





Alistair Hope, is 
responsible for the 
датя 5 direction, 





О Gary Napper/is 
lead désigner оп 
Alien: Isolation. N 


Videoga me Nasties 87 / 








useful tool. 
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until you pla) exactly will you run into? 
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O What sort of threats will you face 
alien? We'll have to wait and see... 
Ej 


"It should never feel like the Alien killed you unfairly," 
laughs Napper. "Pretty much most of the things you 
get done for in the game are like ‘Oh, | dropped a 
noisemaker at my feet,’ ог ‘I thought | had time to run 
down this corridor. Because the motion tracker only 
tracks, well, motion, the biggest error is assuming the 
Alien's not around if nothing's on the radar... some of 
the biggest scares of this game have come from that. 
Туе been working on this game for years, | know 
it inside out’, | think. | get to a door and look on the 
tracker, there's nothing, then the door opens and there's 
just this black creature looking down on you. Chomp. 
You're gone." 


разклатено 
he emergent nature of | 105 adamant Ша! ШЕ 


made the Alien menacing, 
monolithic, towering 


given, but usually in survival above ЦОП 
horror games, dying is ап Шананын 


the Aliens Al makes 
Isolation. feel unlike 
anything’ we've ever 
played before. You will 
Че — a lot - that's a 





iterative process: you trail a 

route, die, start again. Every death is part of a 
trial-and-error gambit, eventually highlighting the 
correct way to go through а process of elimination. 
No matter how engrossing and consuming the 


world is, you sniff out patterns in the Al. Alien: 


Isolation subverts that genre trope, and completely 
deconstructs it. 

“Tve always been interested in games that have 
that, unpredictable Al, and it goes right back to 
those early Tom Clancy games that had a mission 





called ‘Terrorist Hunt’ (or something), where you 
could just load up a map with a bunch of bots,” 
explains Napper. “The first time | died on this map, 
| thought ‘Right, okay, there are guys behind this 
door’. So then you load it up again but there's no-one 
there... | will always remember that feeling of 'Oh, 
OK, this is different’. | think that's something that 
stands out in our game, too — when you respawn, 
the Alien is never in the same place, it's going to be 
doing something different. You throw a flare, and 
you'll notice a difference in behaviour between the 
first one you throw and the third one. It's very fun to 
watch [laughter]." 
Alien: Isolation does а 
fantastic job of making you feel 
unted — in an entertainment 
format where we're so used to 
ре empowered Бу guns, crazy 
abilities and seemingly infinite 
health, /solation strips that all 
back and makes you, as a 
player, feel decidedly human 
— that is to say, vulnerable. 
“One of the things | was really adamant about 
during development was that our Alien would be 
massive, big enough to look down on the character,” 
explains Hope. “The role of the Alien and even the 
size of it seems to have diminished over the course 
of the films, and | was adamant that we made it 
menacing, monolithic, towering above you. The Alien 
shouldn't be running around at your waistline like 
an angry dog, it should be above you, looking down, 
commanding your respect." n 
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Creative Assembly was given a tour of Ше с 
set from Ше 1979 film when it started productio 
on Isolation, in hopes that it would give the 
creative team more of a grounding whe 
to replicating the Seventies feel of the Sevastopol. 
It paid dividends, but the world itself isn’t the onl 
part of the game inspired by the original fil 


THE ALIEN 


“The [design team] went through so many iterati 
how it should feel. They even went through the 
of changing how the legs were mechanically‘working. 
The alien had to be this lethal killer that had to be able to 


vg 




















" ` _ 5 







J — ae 
" и. 


- 
- 


in space. The Sevastopol is unforgiving, with $ 
rusty edges and nicotine-stained walls - it's a ve 
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90 Videogame Nasties 


HEEPING IT IN 
THE FAMILY 


“For us, we never even thought about having a 
male lead: from the beginning, we made our test 
bed, and our test bed had a female protagonist 
in it,” explains Napper when we asked him about 
the decision to keep the story in the Ripley family. 
“Alien: Isolation was always going to have a 
female lead, whether that was Amanda Ripley or 
a character of our own creation. It just felt right 
for the franchise, right for the setting - it’s just 
right. Мече had people ask stuff like ‘Do you feel 
more vulnerable being a woman in the game?’ 
..Well, anyone in that situation is going to be 
vulnerable! | don't think it matters what gender 
you are, but Ripley suits the game." 





9» Wn honour of that vision, you'll spend most of the 
\ time crouched down, your line of sight low and often 
obstructed: Alien: Isolation mixes the immersion of 
ап authentic game world with the captivating lo-fi 
/sci-fi the Alien franchise built itself so successfully 
| around. This is a survival horror ‚дате where 
nothing is going to help you – you're out on your own, 
playing-as-a Ripley worthy of the name. "You're never 
going to just open a cabinet and have everything you 
need to save you given to you,” Napper explains. To 
survive, you'll have to scavenge the hastily evacuated 
space station/— you have to find options for yourself, 
because the game wont offer them up willingly. 
“It's all about immersion for me,” explains Alistair 
|. Hope - creative director at Creative Assembly, "it's about 
putting the player in a space where they feel completely 
surrounded and sucked into the game. We want to 
work at that level rather than the more. twitch, action- 
— -ofientated one. For us, its more about atmosphere 
- taking the player on a journey. 
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humanity up against it and seeing how different (or not) 
the shadows you both cast turn out to be. 

Hope hasn't just looked to the Alien franchise for 
inspiration when building Isolation - the survival horror 
genre has the benefit of being able to elicit huge 
emotional responses from players in the way it directly 
interacts with them and scares them; combined with 
the speculative fantasy nature of sci-fi, the potential for 
an experience that taps into the very human fight-or- 
flight instinct dormant within us all is palpable. 

"One of the biggest inspirations for me was the 
original man versus Alien story, which is actually 
Н. С Wells’ War Of The Worlds,” reveals Hope. "The 
Alien movie revolves around some people stuck in 
a spaceship with an Alien, and our game asks the 
question "What if it got onto something much larger?' 
We have other survivors on the Sevastopol, and this 
infrastructure of a society that's fallen apart, and | guess 
that was inspired by the events in War Of The Worlds. 

Martians land in London, and 


The main-aim in Alien: Isolation | | within a day everything s fallen 


sw svi ed weve та | (E'S DUE PUTING 
[he player in d 
Space where they 


this\ but rather, the controller | fe E | 9 l | | | | | 1 E | | with your back against the wall, 


the game quite intuitive, so that 
helps too — it means there's less 
of a, disconnect between your 
brain and what you want їо do. 
If you're not thinking about ‘Oh, 
how do | do this, or this, or 





naturally does what you want it 

to,/t leads to a more enhanced, immersive experience. 
би want Ше player and the protagonist to be one and 
the\same.” 

“Denjoy games where you-can-project yourself into 
the/roles and you feel like you're the one making the 
alls and you've got the freedom of decision,” continues 
Napper. “If you can tie a main character into the world 

and\the mechanics well, and they feel relevant to 
everything, you don't have to make a character-lead 
game to make an immersive game.” It's an interesting 
point Napper raises — although this game is exclusively 
seen through/the eyes of Amanda Ripley, the story 
(from what we've played) seems to. Бе much more 
about the Alien, and its presence on Ше ship, and 
how its arrival has exasperated tensions aboard the 
already waning Sevastopol It taps into that watertight 
gothie trope-of examining the monster — holding your 
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O The scares won't just come from the alien but 
the environment and your own jumpy mind. 


apart, people have turned on 
each other savagely and you go 
from what you understand to 
complete chaos.” 

That whole person versus 
person philosophy surfaces 
quite violently in Alien: Isolation; 


its amazing how willing you 
become to use other humans as bait to clear the way 
for you. While it is possible to get through the entire 
game without killing anyone, the game pressures you 
so much that sometimes violence against your fellow 
man is the only option. We never actually killed anyone 
directly in our playthrough, but rather people that 
decided to attack us got themselves killed — gunfire will 
draw out the Alien, and once it gets its eyes fixed on 
you, there's no escape. 
At one point during our demo, we wandered into 
a room with two engineers and a security guard. The 
guard heard our shoe squeak against the linoleum 
floor, and shouted a warning to us to leave - this 
was their hideout, after all — and fired a warning shot. 
Without missing a beat, we heard the pipes above us 
rumble with dreaded weight and the Alien slunk out of 
a vent behind the guard. As the doomed human paced 














С We'll be taken to some deliciously dark 
/ places, with both locale and narrative. 
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towards our hiding place, the Alien stalked up be 
him, pierced his chest with its tail, and threw the corp 
aside. The two engineers tried to run, but were swi 
dispatched. The guard had unwittingly\killed his entire 
crew, just by trying to warn us away from: Ws tempora 
den. That's altruism for you. 
"| like to do what | call the ‘canon /staythrous 
where Ripley won't actually kill anyone herself,” Марре! 
explains after he sees us use the Alien to take ou 
wandering band of armed survivors. “Yoù can pla 
whole thing through without killing a single human, & 
for me that's quite important: in the film, you never see 
Ripley kill. Ever. But in videogames, it'S very natural to 
take-on and attack humans. That was core to the 
we designed [human Al], too; the humans aren't 
faceless people that blindly attack you with guns. The 
see you, they give you warnings and tell you to back of 
because they're just as scared as you, they're just tryi 
to defend themselves and you're a threat. They-hav 
idea who you are and you might be after the same st 
they're after. That's as black and white às it gets - there 
are other people on the station that are just trying 
run away: they're not armed, they don't pose a threa 
you but they also complicate the situation somewha 
Alien: Isolation has the potential/to complete 
realign the survival horror genre - it looks at what the 
likes of Resident Evil or Dead Space have done recer 
and walks in the opposite direction, opting instead 
a game built around exploration, caution and surviva 
rather than arming you with a gun and saying ‘Gol. 
There's no co-op here, no pomp lacing the experience. 
This is a game that's been in development-fe 
years, all while we've seen a horror renaissance 
courtesy of the indie scene. Alien: Isolation is promising 
to deliver a true horror experience in, ап authe 
world with a triple-A budget. It's a game that Creat 
Assembly has always wanted to maké, and eve 
rusty bolt, every swinging light fixture, every audib 
click of the Alien's jaw... all of it holds the essence of/a 
game made with commitment and геврек to its гр gn 
source material. 


aw, one Zen a i.) 
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O Here's the star of the show but hopefully, you 
won't ever see the alien M this close... 











